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The future of electronic entertainment 
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iolent process of feling trees. Apparently family newsagents 
don t take kindly to Such imagery beng readily available for 


the consumption of young, impressionabie eyes. Fair enough. 


We hope the packaging doesn't spoil your enjoyment 

It makes us think a litte more about today's videogame 
content. Clearly we are playing in a new age where everyone 
wants a slice of the action, whether it's bored pensioners 
who re looking beyond dominoes for their kicks or children 
who've grown tired of Spyro and Crash and their nappy-jolly 
worlds of bonkers expressions and silly-crazy ‘bad’ guys. 

But to those who've known the Resident Evi series since 
its inception, the people who've stuck by all of Its door- 
Opening loading oetays and ogic-defying iInventones, a new 
Surviva-horror дате has no novelty value. Or at least that 
was the theory when we first approached Capcom's newest 


episode, fully expecting perhaps a different-shaped bucket o 
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mother, fuly aware that the game is aimed at over 185. It 
nakes for sighty disconcerting reading = until you remember 
the sort of fims you found а way of watching when you 
clearly fell outside of the age rating marked on their boxes 
But that's the appeal of the forbidden, We just поре little 
Johnny, or whatever his name ts, is ike us — simply init 


for the entertainment. Nothing more, nothing less 
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Resident Evil 4 has no zombies, and that's already 
damned it to hell in some eyes. We look deeper 


We head to Scandinavia to meet Janos Flósser 
from burgeoning Hitman developer IO Interactive 


Sammy has bought a controlling interest in Sega: 
what does this mean for these giants of gaming? 


Another trip to Lionhead reveals a company on 
the brink of bringing some big hitters to fruition 
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Mobiles prepare for 3D 





revolution 


This year's 3GSM exhibition saw a range of 3D graphics processors competing to 
revolutionise mobile phone gaming. Where does a fractured industry go from here? 
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fter two years of Space Invaders 

Ps and cute plattormers, it seems 
mobile phone gaming is finally set to 

emerge from its 2D chrysalis. This year's 
ЗОМ exhibition — the mobile industry's 
packed Cannes gathering — saw no less 
than five companies showcasing 3D- 
acceleration solutions specifically designed 
for handsets. Others premiered just before 
the event, while a н of middieware has 
already grown up around the various 
competing technologies. 
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ut plent "Bail 
тесе pmmisges. Likely TO emerge a Kay 
player, though, is Carnbridge-based tech 
company ARM, a leading provider of RISC 
microprocessor solutions to handset 
manulacturers. The company has 
announced that it is integrating Imagination 
s PowerVR MBA 3D graphics 
accelerator into its next-generation mobile 


Technologie 


phone CPU designs. MBX supports all the 
3D effects we've come to expect from 
current PG accelerators (aloha blending, 
bi- and tn-linear filtering, Bump and MIF 
and ARM product manager 


Ed Plowman promises rendenng 


mappi ing ei; H 


pertormance somewhere in the region of 


00,000 ta three million textured patys per 


second, A somewhat d boast 
ARM was also the only 3D solution 


rU À 


provider at 3GSM to show off a playable 





Alphamosaic’s 3D Pool title provides a simple 
example of what the company's VCO1 processor 
can achieve. The framerate is a steady 25-30fps 


version of the gamel. МЕХ will also be one 


to be named, phones incorporating tha 
technology will reportedly be icc 

















garne running on its technology = an 
enhanced version of Ideaworks3d's fony 
Hawk's Pro Skater conversion, last seen 
on N-Gage ildeaworks MD Adrian Sack 
claims itis. comparable to the Dreamcast 

of the first 3D solutions to reach the marker: 
although a handset manufacturer has yel 





before the end of the year ARM has a 


licensed its MBX design to Texas 
Instruments. The Amencan semiconductor TIME 00:45:40 РОТЕ: 
TOTAL: — 00:15:40 
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3D graphics core at SSM, and this wil 
now be integrated in with the company's 
GoForce mul им a products, which 
агвасу boast video caplure ang playback 
in CIF resolution (352x288) at 30fps. 


"GoForce is the worlds irst vertex and 





Nvidia had a range of tech demos at 3G5M, 
showing off both the graphical effects (top) and 
3D gaming (above) capabilities of GoForce 


pixel processing handheld 3D core," says 
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to three million textured polys per second 


NaS UK marketing manager Andrew 
Humber. “A рал of this is multi-texturing, 
hich allows ii designers to iini 


simple colours and textures to a number of 
polygons, and then lay special effects over 
the top, such as reflective surfaces, specular 
Гун, etc. We can also process and 
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Interestingly, the company is planning to 
transfer its ‘The Way It's Meant To Be 
Piayed' campaign from PC to mobile, 
working closely with selected developers to 
get the most out of its 3D hardware, We're 
expecting some big names from PC and 
Xbox development to start porting games to 
mobile plattorms as a result 

Nvidia was not the first farniliar РС name 
to make the jump to mobile 3D, though. ATI 
actually announced its Irnàgeon 2300 range 
of 3D graphics coprocessors in January, 
promising ihe usual rant ge of special effects 


A very peculiar practice 


Designers of 3D processors for mobile 
phones have to take into consideration the 
marry peculiarities of the mobile phone 
format. Power consumption is of vital 
importance: a 3D graphics solution that 
boasts high poly counts and smooth 
framerates is no good if it runs down the 
battery in three hours. Therefore, eveny 
company we spoke to reeled off its power- 
saving measures. 

Actually delivering the games to the 


consumer is another problem area. Currently, 
PRS networks limit game downloads to 
around 250K — anything more would be 
cripplingly slow. Complex titles designed to 
push forthcoming 3D technology to the max 
are likely to weigh in much larger, however. 
But companies are looking into ways of 
super-compressing code for over-the-air 
delivery — Superscape and Ideaworks3D 
have both achieved interesting results in this 
area. However, it is looking likely that two 
levels of 3D mobile gaming will emerge: 
cheap, simple massmarket titles delivered as 
downloads from gaming portals, and more 
sophisticated high-end products that will 
come on multimedia cards sold through retail 
outlets (the current N-Gage model), or be 
delivered via Bluetooth or across wireless 
LANs ~ either via your home connection or 


dedicated kiosks on the shop floor. 











Nvidia's GoForce family of coprocessors now 
has a dedicated 3D graphics element, AR-10, a 
product of the company's vast PC experience 


as well as support for a digital camera and 
video. The company has yet to announce 
any detailed 3D benchmarks, and hardware 
partners have not been named, but a rec 
press release claimed that shipment of th 
coprocessors to handset manufacturers 


would begin in Q1.2004. 
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Meanwhile, Toshiba's T4G chipset, 
announced mı Tokyo al the same time as 
365M, combines three accelerators — an 

MPEGA codec, 3D graphics engine and the 
JPEG codec — into another powerful 
multimedia solution. The company boasts 
that TAG 15 "able to process 3.5 million 
vertices a second and 125 million pixels a 
second. Embedded DRAM пели ааз 
lacilltates data transter to the g imm 
controller at a rate of two gigabytes 

e-q ani ‘video 


second, achieving consol 
output with low power consumption." 
shipment is expected to begin in Q3 
2004. but Toshiba has not yet announced 
5 handset partners. 
Finally, there were two shohthy different 
offerings on the show floor. The smal 
Finnish тиып hardware compa 


EA "Our аза в is not a aad 


Alphamasiac has pulled together a range of game demos ta show off its VCO1 processor technology. 
Among them are (from left) Darxide (by Frontier), ZooCube and a firstperson shooter entitled Project End 





Adrian Sack, MD of Ideaworks3D, reckons that his company's conversion of Tony Hawk's Pro Skater – 
running an the ARM MBX araphics processor - is comparable to the Dreamcast version of the game 


"The mobile phone market is far more fracturec 
than that of the PC, where the Windows and 
Intel platforms allowed for a level playing field' 


coprocessor but an ІР core, which we 


ЕЧ 


license to silicon vendors to be included 
mobile phana silicon chipsets," explains 
СТО Petri Nordlund. It's a lower end 


solution (Nordlund ciaims performances 


A f, 


кы" me 4 + 
ix Voodoo card), but 


ts cheap. and easy to integrate, and 


T 


similar to the original 3 


therefore aimed at massmarket handsets 
rather than the top-end smartphones eyed 
by the likes of Nvidia and TI 

An interesting proposition, but again no 
handset partners have been named, though 
Nord und claims that Acceleon technology 
will be in mobile phones within two years. 

We also met with Alphamosaic, an 
Innovative semiconductor company based 
in Cambridge. Its 
is a totally programmable multimedia unit - 
there are no separate components for, say, 
3D graphics or video replay — and the 


5 VOUT graphics processor 


manufacturer can program the technology 
o specifically meet the needs of individual 
handsets, High-quality digital video is clear 
the prionty with this solution, but the 
company's marketing manager Chris 
Boross is confident abaut potential 3D 


performance, saying: "Due to the 
programmable architecture of the 
VideoCore hardware, it is dificull to give 
precise figures for polygon operations. A 
rough number would be around 250,000 
polys per second for on-screen, fully 
textured, lit and anti-aliased polygons. The 
demos we showed at 3GSM were running 
at between 25-30 frames per second 

Indeed, we saw the space shout 
demo Darxide (produced by Frontier) 
looking smooth and impressive. As for 
hardware partners, Samsung's gorgeous 
camera phone. the SCH-V420 (see ре! = 
which Is available in Korea — already uses г 
Alohamosaic muitimedia processor, GSM 
handsets for the European market are 
expected later this year. 

За, are we looking at a multiple face-o 
with several companies plying for market 
dominance? Probably not. Despite an air о 
competitiveness at the show. it is unlikely 
that one or two companies will ао on tc 
dominate the entire SD hardware market = 
as has happened with the PC, As sack 
comments, “The mobile phone market is te 
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Bitboys' racing car (top) and butterfly (above) demos shows the power of its comparatively low-end 
graphics solution. The company is aiming its Acceleon graphics technology at massmarket handsets 


more fractured than that of the desktop PC Instruments lists Criterion (Rendenvare 
where the homogeneous Windows and Intel Mobile), Hi Corp (Mascot Engine! and 
platforms allowed for a level playing field Fathammer (Xforge 3D) among its partners. 
and where the consumer has been able t The industry i$ also grouping together to 
make a point-ol-purchase decision about define a selection of 3D graphics standards. 
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the 3D card in their machine which wall allow developers to work across a 


Moie phones are quite dierent wit range of plattorms without hav ng to write 
^a less than four maior OSes - Symbian ү lor dozens of proprietary APIs, Oper LES 
Microsoft Smartphone, PalmOS and Mobil for example, is going to be a major aid то 

ux—a 7 arket shar se writing games in native ae De Cs i 
buying a moble phone, corisumers saldon while the recently defined JSA 184.5 a 3E 
гуу al rth мша 3raphics API tor developers of Java titles 

eir device. Both of thase Î те Mobile 3D technology is curently in its 
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pia a c 3D solution h mar - teresting solutions but very Ше in the wa 
nal orovders finding orofita & ё 5duct. ARM. a company that 
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gas of technology alone. Most desine D aspirations = 1S solutions are areacy и 
or hardware зр soutions are aligrii I] devices such as the Tap Wave Zodiac and 
themselves with the creators of mobile 3D tne forthcoming Gametrac. 
engines, to create a complete deveroprment As the consistent failure to sorl out 
environment АВМ, for example, (5 working MMS interoperability has proved, nothing 


air LIK company Ex mers ape, devi 3l c MT makes sense in this industry, and 


of the Swerve 3D engine, while Texas nothing should be taken Tor grante 


The translation of Tony Hawk's running on ARM's 
MBX chipset design impressed all at 3GSM 





Hi-res video capture and playback are now high 
on the agenda of mobile graphics companies 


PlayStation.c 


As widely rumoured, the new СТА game i$ 
called Grand Theft Auto: San Andreas and 
will be released by Rockstar on October 22. 

The title will be available exclusively for 
PiayStation2, although as with Vice City, PC 
and Xbox versions ane expected af a later 
a location that could well make for stean 
incines and trolleybus crashes 

Rockstar has not revealed details of the 
game's historical setting, but we'd like to see 
the action take place in the iate 1960s, when 
San Francisco became a centre for the 
psychedelic counter-culture. The gothic logo 
suggests an LA metal vibe, however, so it's 
likely thal we're jumping the gun 


The big winner at the inaugural game 
BAFTAs, Grand Theft Auto: Vice City, 
narrowly missed aut on a clean sweep. 
Nominated in six categories, it lost out to Soul 
Calibur I in the Animation and Intro section, 
but took home gongs for Sound, Design and 
Best PS2, PC and Action Game as well as the 
‘Sunday Times' Readers’ Award 

Despite the GTA landslide, Cal! Of Duty 
was named Best Game. Double winners were 
Advance Wars 2 (Strategy and Best GBA 
Game) and EyeToy- Play (Chikiren’s and 
Technical Achievement). Other awards 
included Knights Of The Old Republic (Best 
Xbox Game), Metod Prime (Best GameCube 
Game}, Zelda: The Wind Waker (Best 
Adventure Game) and Project Gotham 
Racing 2 (Best Racing Gams). A lifetime 
achievement award went to Chris Deering 
boss of Sony Europe and former president of 
SGEE, for his contribution to gaming. 
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The world's most powerful thirdparty менн tells а BAFTA fu, a how 
it's taking games to the movies thanks to a selection of ex-Hollywood talent 














































Reversing the trend 


The brain drain isn't only from films to dominant game ыйы, ЕА, 


games. Опе ШК developer prepared to a challenge for the rest o 
spend time and money gaining expenence 


game production and “2000AD" publishing 
arms, CEO Jason Kingsley has quietly 
sent up Fearnort Productions. 

“Whilst Fearnort is not as big or 
successful as the other divisions, we have 


made ‘Parasite’, a full-length, live-acton 
е FA's 


1 ү" wmm les img 
horror movie which has been sold and is One example iS FAS 


й, 


being distributed world-wide," he says. "I 
think that counts as а commercial and special effects 


financial success, especially when he joined EA "n yes 





compared to some bigger budget movies.” 
Weer Ы 099 ' ы дн graphics аге catchi 
It's not just the commercial or even the 

fun aspects of film-making that Kingsley 


Me ; , massive growth potentia 
thinks important. "There's a ton of ve; grown) 


complimentary skills to be swapped and 
borrowed from both industries,” he argues. 
"Making ‘Parasite’ we've learned about 
presentation and story development, 
editing, production, atmospheric lighting 
techniques and most importantly, getting 
the best out of actors." 


As well as being on the big screen at 
BAFTA Interactive, Rebellion's CEO 
Jason Kingsley has been looking 
towards the movies by setting up 
Fearnort, a film production company 





nthe appropriate setting of 


Princess Anne Theatre, tr 


occasion was its keynote at the 
in movie making is Rebellion. Alongside its BAFTA Interactive conference. v 


visual Quality to another leve 
Glenn Entis. ^ co-founder c 
fears адо. 


films very quickly,” he arg und 


the British 


Academy of Film and Television Arts 


threw ТА 
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instead of spouting the usual homilies of 
garne and fiim convergence, the company 
unveiled some of the serious Hollywood 


talent iL has recruited to push gaming's 
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"| think there's 


Anather recent convert is two-time 
BAFTA winner Habib Zargarpour. Now EA 
Canadas senior art director, he has been 
working on James Bond O07: Everything Or 
Nothing and claims the game boasts the 
most actors ever, Indeed, the Радис 
cycle has been more akin to that of а film 
than a gama. Not oniy do the likenesses 
and audio talents of Boro stalwarts such as 
Pierce Brosnan, John Cleese and Dame 

Judi Dench feature, but Willem Dafoe, Haid 
Klum, Shannon Elizabeth and Mya also play 
«ey roles as the latest set of Bond baddies 
ard Kiel makes a 
Welcome return as diis: while the 


and love interests 


scriptwriter is 'GoldenEye', "Tornorrow 
Never Dies’ and ‘The Word is Not Enough’ 
veteran Bruce Feirstein, Against this 


backdrop even EA's marketing strap = ‘the 


e looking to recrt 


b - ness 1 to work In 


only Bond movie this year! - seems 
somehow justified, 

Zargarpour. a nine-year veteran of 
ndustrial Light and MBs who has worked 
on films such as ‘The Perfect Storm and 





‘Twister’, revealed some of the tect 
na has been implementing. “We're 
orerencder nag scenes to. get the look and teal 
right and then using that knowledge to 
ensure our realtime visuals look as good,” 
he explained. Tha first game to undergo 
such treatment was surprise Christmas hit 
Need For Seed Underground. for which 
effects such as motion blur, depth of field 


and environmental Парт were lyped 
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using movie-CG techniques. "I took a lot of 
the ere | learned from cpeating the 
pod-racing sequence in "Star Wars: Episod 
One," Zargarpour said. 

A similar approach is being applied to 
Everything Or Nothing, tor which Zargarpot 
headed up the visuals on the game's drin 
elements, which include various cars, à 
motorbike, a tank, a helicopter and a 
remote-controlled robot. Other techniques 
include the use of 2D mattes, or detailed 
background textures, which can be 
swapped for 3D geometry as the player 
gets closer to them. This ensures 
processing power, particularly that of the 
memoary-constrained FlayStation2, is used 
as efficiently as possible. "It's taken a lot of 
work to get the game's lighting and 


facts to the standard we want 


s, апа SDe =} up the 


ne said, arguing that the effort would be 
worth it, despite the requirement to limit 
ihe game to 30fps 

EA is also employing its newfound 
«now н in the production of the 
Catwoman game, which is being carried oL 
by its НӨ аў office and external develope 
Argonaut. “I'v 
thé film set,” ee rw John NES ihe 
game's senior art director at EA, “lve great 


ge spent опе week in Tour on 





access ta the director, Pitot as idi as the 
production designer and visual effects 
supervisor. [ve even had a counpte of 
meetings with Halle Berry." Access to 


concept ап and the pre-visualisation о! 





5 has been nrovide 
wre the папа animated movement of thi 
anwaoarnmarn character was inivenced t 
mation-canture sessions for te fim. 
“We're looking to recruit stars from the 
irn business to work in games, and speed 
up te convergence gerwen tha two 
ndustries,” concluded David Byrne, head 


of development at EA UK, "Last month Mike 


— 


lalarico, чупс nas done everything fron 
DEI ad blue screen cameraman tà 
miniatures and high-speed shoots as well 
as visual effects Supervisor and lighting 
згестог от pnotograpny, anea to WORK as а 


JG Supervisor on “Harry Potter." Similarly 





Frank Kitson, who was visual effect: 
supervisor on the first "Tomb Raider’ fil | 

| At the recent BAFTA Interactive conference, EA showed off some of the talent it has 
amongst cthers, is a ke t of ti 


recruited from the movie industry. This included chief visual officer Glenn Entis (second 
Catwoman development tea from right) and senior art director Habib Zargarpour (far left) from Everything Or Nothing 


Back on the small screen 


While the videogame industry is mostly focused 
on fiim licences, the success of BBL show 

Tira Commanders’ demonstrates the potential 
of television. During a BAFTA n on the 
project, Lassan Harrison, head of special 
proects at producion company Lion TV, which 
made the 16-programme series for the BBC, said 


thal while audience figures were average for a 
show in that tre sot. the aucience appreciation 
figures were “through the root." Discussions over 


а Second senes are currently ongoing. Tim Ansell, 





MD of Creative Assembly, the game developer 












| f who provided the 3D engine behind the seres, 
Though Everything Or Nothing is only an i d i 


average title in terms of enjoyment, EA is also revealed that the technology will be used for 
marketing it as 'the only Bond movie this a forthcoming documentary series for the History 
year! And with Bond favourites such as Channel in the US. The 13-part series mixes Linn Ts бас Hari 

с 1 ; T= on s$ Cassian Harrison 
Pierce Brosnan, John Cleese and Jaws, CG-generated footage of ancient batties created 5 "n = 
not to mention Willem Dafoe. Heidi Klum | 5 us Rs UE E approached Creative Assembly to use 
and Mya appearing in both virtual and using the company's Rome: Total War engine its Home: Total War engine to create 
audio likenesses, it certainly boasts with a live-action presenter BBC? series ‘Time Commanders’ 
suitably high-end production values 
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Arcade gaming reshuffles in Japan 


Cards become major focus at AOU show, where examples 
of innovation from the likes of Sega are thin on the ground 





оосу expects too much from the first 
| \ 
Japanese arcade show of the year = 


traditionally it's too early for major new 
procducls lo be revealed and becomes an 
arena of blulf and eounter-bluff. The hope is 
that there are some dreamers brave enough 
to submit Their visions of the arcade 


industry's next step, and Sega generally 





proves to be the dreamiest of all = or at ‘east 
d LATOTI Dv W ic | the i ausi 5 nag 

a barometer by which ridustry's healt 
can be measured. It says much, then, that 


ex rub eu aae be АГ апаат. TT T AP 
its contnibution to AOU 2004 was merely to 


directional shift in Japanese arcade gaming 


stem equivalent, ls moving 
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Taito's Zoids Infinity brings the popular robot from fantasy to soccer to professional 
licence to a clone of Virtual On. The game 
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proved popular throughout the show 
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Man jong cabinets use that to refine their‏ 
Tanstream appeal std further — they, along‏ 
those pense саго гласе, am‏ : 
management games paced 50 players nave‏ 
time to judge their next move, and touch-‏ 


Screen recnnouodgy Sus them perfectly 


Wen networked together around one larger 


display screen, arcades are begmnina to 
draw a differant kind of client, and these 


games are the reason, the focus, the 





Atomiswave had a large presence at the Sammy stand, The hardware looks set to take over from 
Neo-Geo in arcades as SNK withdraws from hardware production to concentrate on software 





Trading card games dominated the show floor at this year's AOU. with examples from all major 
outfits. A shift back towards traditional arcade gaming is expected when new consoles appear 
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Will it Si rpnse anyone if we note that 


fewer videogames than ever were displayed 


aunng AOU ‘04? Even Capcom, for so lona 


a highlight of these shows, has shifted its 


attention to the prize game business 
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quessed mys own Atom 

board, a cut-down Dreamcast with HOM 
cartridges, was about to be axed. It's 
expensive, underpowered system, а! id tne 
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and The Aumbie Fish — failed to impress 
Sree 


Japanese showgoers pointing towards lire 


mechanics as the games’ standout flaws. 


“Japanese arcade gaming, like its western 
equivalent, is moving towards the mainstream. 
Trading card games are very much part of that" 
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12 15 on the way ou 
lo add to the contusion, Sammy's 
purchase of CSK's Sega stocks means thal 
Lnow controls the leading arcade company 


irr the wori. putt also seems reluctant to 


make changes, possibly since Sega is still in 
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developed = and announced they would all 


=, سر | پس‎ r س‎ = Sac ua و‎ НД. AL. OUT 4 
De released on Atomiswave, AUF 2004, 
а-я Chium one Cece po! ей ДАЈ 6 
лета! Sug 6, and атига! eOomt Avy wl al 


appear on Sammy's mutated Dreamcast, 


signalling the oficial end of a much-loved 


piece of gaming hardware. The Neo-Geo 








Sega watchers believe that the Naomi 3 board may be around the corner, but seems unlikely for 
2004. Naomi 2 also seems to be in trouble, with the Dreamcast-based Atomiswave on the scene 
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Konami's stand showcased music, lightguns and card collecting, but little in tha way of new 
videogames. Surprise entrant EA supplied an arcade version of the Need For Speed franchise 
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games, a neclected form that requires 
development time and less powertu 


hardware. Its possible that, in the short 


terrm before the next major change in 


hardware sinkes at least. this is ihe direction 
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BBC builds Fightbox for kids 
The convergence of television and computer games continues 
apace thanks to the UK broadcaster's ongoing commitment 








One of the key aspects of 'Bamzooki' is that the players don't have control over their 
Zooks, as basic Al keeps them heading in the right direction. Shows are shot in realtime 
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rtual version of 'Robot Wars’ and Having created four Zooks before the show, the teams have to pick a different contestant 
for each challenge. Each week, the winning team goes on to play against a celebrity team 


Ghikdren s BBC. digital channel on March В 
Paul Tyler, the show's producer and Zooks beforehand using a PC-based thelr heads around what's going on." 
director. says the show's format takes on raaton program Another important technology m the 
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2 It's g reat Decause the kids are eng rossed program lets the learns exoenment with realtime. This means ihe cameramen car 
in the snow. 1 S also easier for the viewers cooks Tram simpk bd Which can be viewfinders, ensuring the show Is recordeo 
to get their heads around what's going on" stretched, moulded and coloured." says Prachitum manner todo vesson el 


1атемагеѕ Dylan Banarse. “Then you the CG action is projected on to the contes 
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relationship between the show and the leam on BBRCT. "The approach is akin to ec торе у this wall be just the start." 
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a da teams competing in the they are emotionally engrossed in the shew, Submissions for teams to enter 


Part of the show's appeal with children ч. 
is the expansive range of creature types series comes to the show having bulir four think it's also easier for the viewers to get the second series will open shorth 





Xbox 2 dev kits are go 


Microsoft ships preliminary next-generation hardware, 
and developers move to get early prototypes noticed 





iM icrosoft has stolen a march on Sony 
and Nintendo by supplying Xbox 2 


development kits to companies across 
America and Europe. with codeshops in 
Japan expected to таке delivery shortty. 
The setup comprises dual Power 
Macintosh Gb5s running a custom 


configured Windows NT operating system. 


The graphics-processing solution is 
currently via ATI's Radeon S800 (A350) set, 


which will soon be superseded by a custom 





Recently reviewed 


Title 


eration of the company's technology. 
Getting developers fo talk about the 
Xenon dev kit (as it's now officially beer 
dubbed by Microsoft) has proved dificult, 
however, “The non-disciosure agreement is 
like nothing you ve seen,” Sad one source, 


One company reorasentative who was 


willing to speak said that his team was using 


the Xenon SDK to create prototypes which 
wera being passed back and forth on à 
weekly basis with Microsoft, which is in the 
process of attempting to sign up exclusives 
for the platform. On the topic of the 
consoles reputed lack of hard drive, he 
would only say: "Well, the games we're 
ooking into don t require a hard drive. 


= a, E d =, - 
салу Aenon demos. are expected 


to be shown at the Game Developers 
Conference in late March. We'll have a tull 
report from San Jose next month. 

In other new-hardware news, Sony has 
confirmed that its PSP handheld will 
support connectivity with PS2 and PSX. 
Certain games, the company suggested, 
will be playable on both PS2 and PSP, with 


users downloading saved data to the 


Take two G5s, stitch them together, and what 
have you got? A Xenon dev kit. Well, nearly 


handheld device in order continue gaming 
sessions on the move 

Sony is also said to be discouraging 
PS2 ports to PSP, despite it being an easy 
revenue stream for the consola, 

Finally, sources claim that at least 25 
UK developers are now in possession 
of PSP software development kits 
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Final Fantasy: Crystal Chronicles 
Armed And Dangerous 

Forbidden Siren 

SOCOM Il: US Navy SEALs 

James Bond 007: Everything Or Nothing 
Care 

Nightshade 

Otogi 2 

Sonic Heroes 

Mafia 


Whiniss? 
Romance Of The Three Kingdoms Vill 
Hyper Street Fighter II Anniversary Edition 
Puya Pop Fever 








Nightshade 
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Tracking develo ятата in development 
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Good for the present, Criterion's development framework 
RenderWare Studio 2 also provides next-gen potential 
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As a collaborative game development framework RenderWare Studio allows developers to decouple the game-making process from 
the technology which underpins it. A realtime system, it also means designers can create, tweak and play their levels simultaneously 


straight out of the box 


One interesting addition to Studio 2 
is the first of Criterion's genre 
packs. With an eye to the growing 
commercial requirements for fast 
and cheap prototyping, these kits 
are designed to get developers up 
and running as quickly as possible 
For example , the First Person 


Shooter pack contains a pre-built 


game engine, a focused garne 


framework with examples of Al, 
physics, sound, game logic, 
animation control, pickups, 
weapons and effects. A playable 
game level with tutorials to enable 
designers to create gameplay 
without requiring help from a 


programmer is included, too. 


016 





his year is proving tncxy for 
T. developers and publishers. 
Increasing uncertainty over the timing 
and architecture of the next wave “ч 
game consoles is good news for 
development tool vendors, however, 
The latest release from Guildford s 
Criterion seems likely to keep the 
self-styled standard bearers of 
middieware ahead of the pack. 

‘Render Wan e Studio 2 is at the 





UN ec nde ү, лз үз 
forefront of Critenon's dnve to support 


current multiplatform devek opment as 





The FPS pack for Studio 2 enables 
developers to get working quickly 


Well as solve the multi-generation 
conundrum everyone faces," explains 
Graeme Williams, the company's 
head of PEE management. “It’s 
been designed to handle massive data 
sets. parallelism in architecture and 
huge calls on visual effects." 

Developed as a collaborative 
trarnework which integrates with 
standard RenderVVare modules such 
as ae iphics, physics, Al and audio, one 

! the neat features of Renderware 
Studio is its level of abstraction. Instead 
of requiring teams to create specific 
versions for each platform, it allows 
them to focus on making a game. The 
vagaries of processing and compiling 
assets for individual PG, xbox, FSA 

and GameCube versions can be 
Pa led automatically within the 
framework: It will be possible to add 
modules designed for PlayStationa 
Xboxz as required, limiting the de to 
recode or repracess games to deal 
with any potentially exotic architecture. 

I a sense, Bender Vare Studio 


WwWw.rendenrware.con 
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offers an element of future-proofing, 
but this doesn't mean the new release 
of Studio doesn't contain any new 
goodies for today's hardware. One 
enhancement Is а sequencer tod, 
which enables artists to choreograph 
objects over time for cut-scene 


Other additions include a 


creation. 
trigger volume editor, lightmap tool anc 
Al path manager, Criterion is also keen 
to talk about improvements to its 
physics module, which can now ded ile 
the complex calculations required to 
model hundreds of ragdoll characters 
on the screen, even running at 60 
rames per second on PlayStationa 
Williams argues that while game 
development wil always involve 
technology, it is piii less 
important: "More teams are recognising 
nat the industry is about creativity.” he 
ays. "Through using tools like 
nderWare Studio, iia can 
y and content 


T. e 


:oncentrate on дагпері 
a drive the uniqueness tme 
originality of their titles." 





Thanks to its iQ processing software, optical motion 
capture specialist Vicon is demystifying the once black art 
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T" Caught in the act 


narkers are Jost One developer making full use of Vicon’s motion-capture 
Depending on the number of frames | equipment is Swordfish Studios, which has been 
to be filled, this can be handled by working at Oxford-based Audio Motion for its 
axtranolation using simple spline forthcoming shooter Cold Winter, The design of the 


curves, More complex gaps can be game gives players seven-way analogue movement, as 
н AE well as the ability to shoot, reload or throw grenades no 
' y x = 4 > ; | ES matter whether they are jumping, crouching or running 
А backwards. This means short clips of motion that can be 
چ‎ оао daisy-chained together have been recorded. The 
ulis: "s аре advantage of motion capture is the speed at which large 


volumes. of data can be generated. Working witn an 
— -a-— _ : | really given developers the асу to experienced ex-special forces soldier, upwards of 200 
Tight black lycra, shiny markers, red strobe lights and a man with a gun - it's all in a day's кр ишан хана ee M TOR separate pieces of animation were captured in one day. 
work for studios such as Audio Motion, where Swordfish is capturing for Cold Winter Skeletons simply and quickiy. 
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US: Justin 'Saber-Scorpion' Stebbins is 17 years old and from 
Virginia. He likes videogames and Lego. Us too, as it happens, 
though we haven't ever combined the two skills quite as 
effectively as this, Stebbins' website, www.saber-scorplon.com, 
contains several pages of Lego scultoures based an Halo and the 
etal Gear games. Fram the smallest grunt through an almost: 
furictional Scorpion tank d to a (brutally rminiaturised, Pillar Of 


Autumn, his Halo brick-building exploits are as inspirational as the 


кагида Lego sculptures ни a few months ago. His 1052 ones 
oa, have impressed giobally — when series director Hideo Kajima 
got a glimpse of the project, he sent Saber-Scorpion a signed 
Twin Snakes promotional envelope. Aside: Stebbins’ site also 
ontains his own D&D character stats. He's chaatic good, in 
case you were wondering. Again, us too. 


I'll have a P please, Bob 


Japan: Those who feared the days of the crazy cabinet were 
over evidently reckoned without Hitmaker, whose newest arcade 
game breaks new temtorny for pointless plastic. The Quiz Show 
simulates the experience of being on, well, a quiz show, and 
takes place on an appropriate themed (and ludicrously large) 
gameshow-style set. Players watch a wheel (of fortune, 
presumably] spin, and answer themed questions according їс 
where the wheel stops. Perhaps this is the direction the pub 
quiz machine's going, although we can't exactly see the 
flamboyant setup working down the Dog & Basket. 





Soundbytes 


u scale up to larger and larger 
you can probably model large 
as how many times out of 1,000 
will there be a coup in the United States. 
What the Iraqi resistance will do over the 
next month is based on thousands of tiny 
local factors that seem to always be in flux 
and are too granular i to be modelled." 


Wil Agh on using videogame Al tà model real-world situation 
















if m 
It is a possibility for the future | 
Superior Interactive owner Richard Hansem en a modern update- 
Superior Software's gaming landmark, Ene. Please. please, please... 


“The sales аге in the lower quartile of 
the bracket we had as our goal" 


Nokia's cnaiman, Joma Оша, takes a more 
тай approach to N-Gage sales fiqures. 





“It is a nasty and vicious way of 
young minds for the rest of th 
Labour MP lan Watson talks about the contibution Fics 
mace to the anima testedg debate. The game taatunes з 
harneters being fired fom cannons 







Even more Super Mario World 
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Geeks, rhymes and life 
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And talking of new versions, Atari's classic shooter 
Tempest is being ported to Java-enabled mobiles 
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Now, where's our flying car? 


Japan: Hitachis new holographic display. Iranspost, совет 

require 3D glasses, can be viewed from ahy angle, and can 
display captured data in realtime. Images, in 2D bur taken from 24 
different camera posilions, are projected on to a special rotating 
ecreen and... oh, клы technicalities, It's tha potential nere that 
has us salivating over the fulure again, because according to the 
ever-relane Ananova, ranspost is being developed for use in 
shop displays and games. 

Hold on, don't we remember being shocked and appalled by 
2692's holographic (апо Rick Dyer-authored) Time Traveller, which 
used a parabolic mirror to achieve a similar effect 13 years ago? 
We can only hope the Iuture of three-dimensional electronic 
entertainment i$ significantly better than its past, or we're going 
nght back to throwing racks al dinosaurs. 


Space Invaders 


Japan: if There's ane thing that turns up in Qut There almast as 
often as Tempest. it’s don ‘6 Invagers, Pernaps thats because ts 
the game's 25In anniversary, or perhaps it's because the shaggy 

haired buffoons inserting coins Inte cabinets two-and-a-half 
decades ago just weren't good enough at twitching left and right 

to fight them off, That explains why the invasion has geen such a 

Success, al least in marketing terms, and thats why you can get 

the 46-pixel icon on everything these days. Look at our lurid pink 

alarm clock, for examore, or the beer mat, or the matches. 


Our favourte piece of Invader tat, however, has to be the 





"We darts — complete with silver monster спут for the budding 
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= ОТА in Vice City win 

ot UK: Back in E132, we challenged you to compile your ultimate 
Vice City soundtrack to win a Dolby surround sound gaming kit 
Those wallowing most effectively in cheesy nostalgia include 
Darren Mitchell, who rolled up his jacket sleeves to күт Ihe 
likes of It кзз and Huey Lewis, We also loved Gavin Richardson's 





segue of U2 into NWA inte Pigbag. But the winner was Nick 
Clark, wro kicked off his mix with The Smiths’ How Soon 15 Now 
and toa in Blondie, Enc B & Hakim and Voodoo Ray before 
playing out with Guns N! Roses! “Sweet Child Of Mine’. 


Continue 


| \ | Flash Games 
Ф | Сү; ү \у | E A Grow, Crimson Roor, А Break in The Road ~ all neat and very now 
09 O = 4 | MuckyBaby 
Gut of the ashes of Muckyfoot comes a Skooldaze clone 
Goa 


Fact: an average Go player can beat the best computer player 
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Ten worldwide within three years? A temityimg thought 


And still we wait for arcade garning's turnaround 


Once-proud gaming icon now slowing down а litte 





US: Wero venta unma ae RH ne 
Viewtiful Joe, it's best to let the pictures do the talking. At 
a time when there's a lot of ‘Not Actual Footage" trickery 
being thrown around in game adverts, it's good to see 
Capcom keeping it simple for its American campaign. 
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oaos Market Forces 
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s fact stranger than ficbon'? ard Morgan thinks there's plenty 


of overiap. And what with the = ia anigans of US corporations 1 


Captain Blues perfect enuncian would make 
Professor Higgins proud. "Vee-ooco-tee-fool-djoh" 
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such as Halliburton in Irag, he has a pont in Market Forces, a 


sion of the near future where western conglomerates fight it out 


Author: Richard Morgan 
Publisher: Gollancz 


ISBN 


to set up financial backing for rebel groups in mineral-nch areas. 
Barn on the wrong side of the London slum boundary, Chns 
Faulkner has Wenn his way out of the Zonas, becoming the 
hottest operator at Hammett MeColl. Now four years without а 
road kill, he's joined Shorn Associates - the smoothest, meanest 
outfit in the field of conflict investment. The stakes, the cash, the 
hardware, his profile and the quality of the whisky ne dnnks h 
all been raised. Psychotic senal adulterer Mike Bryant becomes 


NS 
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his new best mate: And despite being happily married, Chris is 
getting all the right looks from TV babe Liz Linshaw. What could 
possibly go wrong? 

Perhaps the same could be said of English tea turned 
Hallyweoad-bountd sci-fi noir writer Morgan himself. His s fis st two 
far-future sci-fi Takeshi Kovacs novels have been hugely 
successful, presumably to the porte f being life-changing. 
Maybe that's why nis focus in Market Forces turns to the 


individual. There's lass of the previous unbounded fantasy and 









more exploration of the enclosures that restnct, as well as the — 
Welcome to Joe's world. All Adán green and ip 
doors anc temptations opened by success. In creating a mirror 


Authors: Jamie Boardman & David Walsh 
Publisher: 2000AD/Rebellion 
1904265 24 3 


ISBN: 19 


stick red, it's the ugliest beautiful place in the world 





for the corporate world in Market F orces, maybe Morgan himself 


finds a reflective surface in the character of Chns Faulkner 


„сз The Making of Dredd vs Death | NU 1| 





One advantage of having your own publ sg eg company is the fa =” 
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ability to put out a book such ав s The Making of s LG | 


The brief footage of Joe's special moves do more to 
STRATE Hees ктама Somme qose 


A coffes table tome revealing the processes beh nad 
Hebellions 2003 game, tt d arts with the developers decision tc 
kin "2000AD', and a potted history of Judge Dredd, before 
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going on to present a cross-section of how a computer gam 16 15 —À 
created. ЕНЕ oder Kevin Floyer-Lea gives а good explan = 
of the features of the Asura engine, while lead artist Tim Jones кер 


talks about character design as well as the more detailed 
processes of animation and жин 


km ET 


| ` Inthe 20-second world of adverts, even Joe's suh- 
loooow flashes by in the blink of an astounded eye 
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The most interesting thread running through the book Is what 
didn't make it into the game, however Dredd fans won't need 





reminding of the non-apoearance of the Lawmaster motorike — 
an initial design decision — but there were plenty of other smaller 


scree зз. Website of the month 
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features that were cut during development. Mean 
baddie of the Stallone film, was an валу casualty, while more 
complex design considerations limited the number of on-screen | Theinternet can be a faceless place sometimes, 
NPCs as well as seeing off plot-enhancing vid-screens. The | and Xbox Live SENI Same. Ever wondered 
basic problem seems to be tha wealth of possibilities offered by | | 7269 ге | 
Mega-City One, most of which are incompatible with the to fancy User123, but can't bring yourself to crush a ш = в = = тт 
restrictions of making а videogame. With two movies in the without a face to lock on to? GamertagPics does The whirlwind tour of Joe's world climaxes with a 
offing, it's likely Rebetion will get the chance to expand on its exactly as its URL suggests — it allows Xbox Live ` glimpse of the boss. Don't worry. He can't hurt you 
obvious enthusiasm for all things Dredd. And more excitinaly to users to attach a picture to their Gamertag, and TOTTI 
some older '2000AD' readers. the book also looks to the future curious web browsers to peer | in wonderment al us.) | 2 
featuring screens from a prototype Rogue Trooper game. the previously faceless entities. There. are game. 
reviews апа forums, too, as well as spot features 
like the ‘Get to know a gamer’ regular. "Check out 
the beautiful women of Xbox Live!” screams ona: | v | 
link on the front page, proudly. Rie 
Hey! What about the beautiful men of Xbox |. Anyone left unsure is finally shown Joe's demolition 
Live? Oh. Yeah, good point. | of the Capcom logo. Voice: “Henshin-a-gogo, baby!" 
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he zone in my opinion is a fallacy. it's a 
state l've never been at. When people ask 


те іс describe when you're at that 
ultimate level m a competitive nature on one of 
the records Гуе set, the best way то describe it 
isn't the zone. The best way for me lo describe 
it is painful." — Billy Mitchell, *1-UP" #3, 2003 


RedEye is at a concert. He won't tell you who's 
paying, because there's no answer that won't 
prejudice someone against what he's going to 
Say. and this is a theory column not a story. |! 
you need a visual reference, imagine it is Alf or 
Aeraogramma, Britney or Bnght Eyes, Cibo 
Matto or the Cheeky Girls. It's not important. 
What's important is that RedEye is enthralled, 
hypnotisec by the music's urban squall. It ebbs 
and flows ike the crowd in front, peaking for a 
moment than dropping away in disinterest, and 


then = bang —its back again, Funny ining (5, on 
the album it doesn't sound anything like this 
special, It's all in the moment, though, and right 
now, right here, RedEye's eyes defocused, 
mouth slightly oling, the delivery is perfect, 

The set draws to a close, and, coming 
down, RedEye's thoughts turn to Nagoshi-san. 
Contrary to what you might think, RedEye's 
favourite Nagost column isn't the one where ne 
writes about now much he likes to drink. lî isn't 
the other one where he wres about how much 
he likes ta drink, ether, Or the third one where... 
Anyway, it's the one where he writes about level 
design іп F-Zero GX; and compares creating 
courses to writing a piece of music. He talks 
about one track in the context of a rock solo, 
squealing and twisting, threatening to spiral aut 
of control, then folding up and aut for a burst of 
coherence on a straight-line highway. 

Pace ls everything in videogames. Iris а 
quallty not often written about by reviewers, 
evidently almost as rarely considered by 
des:gners, but it can be the difference between 
a game that causes players to thrill and one that 
causes players to tire. Расе, just as in music and 
film and literature, keeps the consumer on their 
toes. It plays with their feelings like a cat with а 
mouse — slow, slow, quick quick slow, pounce 


and rip and tear. Pace in videogames can have 
another side elfect: it can cause players to hit 
the zone, the itor soma, at least) mythical state 
that is the closest videogames have to 
drug-induced blissed-out hypnosis. 

When you are playing a reaction-based 
videogame the mental process goes sometning 
like this: your eyes see the action, your brain 
interprets the situation on screen, makes a 
decision to move or fire and sends a signal to 
your hands, I successful, the screen declares 
as much, that achievement increases your 
confidence, and endorphins (plus audiovisual 
feedback} make you happier. Eventually, you 
attain a state where the mental chain is 
minimised — your eyes still see the action, but 
the path to your hands is down to а 
picosecond, near automatic, and endorphins 
rack up like a combo muttipiier in Калада. 


REDEYE 


A sideways look at the videogame industry 


So why has Mitchell, a true gaming legend 
and ido! to the three-letter hi-score crowd, never 
expenenoed the zone? It could be because his 
genetic build renders him physically incapable ої 
getting there, or maybe thal what he recognises 
as pain is the zone. It could even ne that the 


and you're not going to hit the zone doing It. The 
closest you get to hypnosis 5 falling asleep А 
Расе m gaming is like pace in music = not 


just about speed but rather more to do with 


acceleration, Atan Teenage Riot can sound as 
pedestrian as Michelle McManus when they 
don't vary the delivery of their white noise. The 
breakdowns in Daft Punk's ‘Discovery’ are as 
critical as the tunnel levels in Tempest 2K - 
penods of concentrated calm, delivered with 
sci-fi precision and putting the lifted, fast-paced 
thrills into super-norma! context, It is not as 
simple as forming an elegant curve to higher 
consciousness — they vary their pace and 
mythm, delvenng the unexpected while 
ratcheting up the pressure. Pac-Muarrs pace is 
monotonous — relentless but grinding, 
predictable. Intelligent application of pace Is the 
difference between Agent Linder Fire and 





GoldenEye, between Gradius and Generic 
Scraling Shooter X, The diflerence between 
tonight and the mundane. 

Walking away trom the concert, down a 
road wet with slush and flyers and empty, 
twisted cans of Ace lager, accelerating past 


“Why has Pac-Man champion Mitchell, a true gaming legend and 
idol to the three-letter hi-score crowd, never experienced the zone?” 


zone really doosi exist, being an ‘Emperor's 
New Clothes’ bit of fiction written by gamers too 
afraid to admit they've never expenenced й. 
RedEye thinks it's more likely down to the sort of 
games Mitchell plays. He is, after all, the world 
record holder for Pac-Man. 

Pac-Man isn't a zone game, because the 
best players never nave to react. Each rever has 
a perfect solution, а web of directions that 
criss-cross through the maze and provide 
absolute success each time you play. Thus, 
achieving that perfect game isn't really a test of 
reacbon, but of memory. Being able to get thal 
world record — achieving that 255-level, al- 
ghosts, all-fruit zenith — is something like being 
one of those people who can recall the exact 
sequence ûl 20 packs of shuffled cards. It's 
incredibly impressive, but ultimately pretty dul! 


Groups of hyperactive concert-kids and 
dropping back for the speeding traffic that kicks 
up the slush, RedEye considers what it all 
means. Nothing, really, in a way: ike music, 
there is no ultimate formula for the perfect game. 
no scientific pattern towards producing 
bnlliance. There are only lessons that tell us 
things we might want to include or avold — and 
even they can be disobeyed with enough skill, 
iust as there can be amazing pop songs without 
middle eights. thrilling discordant nose without 
silence. Creators who want to put players into 
the zone need lo be aware that, like апу other 
medium, games aren't just about content. 
They're about delivery. 





RedEye is a veteran videogame journalist. His 
views do not necessarily coincide with Edge © 
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otterdam, city of industrial shipping and 

banging trance music, is also the venue for 

the Rotterdam Film Festival, which is 
inviting videogames into the fold. 
products = no matter how beautiful. like Ico ~ are 
not welcome, Instead, a groovily smoky club 
space called Off Corso, shabbily wired up with old 
monitors and keyboards like the Nebuchadnezzar, 
has been taken over by an exhibition of ‘critical 
games’. Much of the tire, this involves people 
(some call themselves artists) taking game 
products or engines and twisting them to generate 
political or aesthetic propaganda. 

| liked the cheeky concept of Velvet-Strike, for 

example. an example of what you might сай 
aesthetic counter-terrorism. In response to the 
preponderance of Osama Bin Laden skins on 
jingoistic US gaming servers after the 





announcement of Bush's ‘war on terrorism’, 

Anne Mane Schleiner developed provocatively 
pacifist graphical 'spray paint" which can be used 
as graffiti on Counter-Strike servers. The video 
shown is a compilation of such stealthy spraying in 
the midst of the macho violence: gunman 
silhouettes form a big heart; a teddy bear holds a 
rifle: two soldiers embrace in vanous homoerotic 
miltary fantasy,” “We are all Iraqis now’ or, with true 
geek wit: ‘bind mouse1 "«dropweapon",' 

Velvet-Strike is not a game but an attitude. The 
idea of invading online spaces that exist for no 
other reason than to gratity militanstic fantasies, 
and then gently defacing them with anti-war 
slogans, is not just funny (though funny it is), but 
also a demonstration of how online garneworids, 
even those of apparently simple shooters, are 
sophisticated enough to be arenas of political 
debate or sites of symbobc activism. 

Similar, but less subtle. is a game seen before 
in Edge called V/aco Resurrection, a thirdperson 
shooter, buit using the open-source Torque 
engine, that lets you take the role of a repeatediy 
resurrected David Koresh attempting to gun down 
the waves of FB! grunts swarming over your 
headquarters. Power-ups come in the form of 
glowing bibles that drop from the sky, and they 


can be used as spells by speaking into a 
microphone in a rubber Koresh mask. [Possibly for 
reasons of embarrassment or hygiene, no one at 
the exhibition was actually wearing their mask.) 
The rather heavy-handed satire at work here, 
| suppose, is rneant to compensate for the 
shortcomings of the game itself, as it isn't very 
good. Does that affect Waco Resurrection's status 
as a work of Independent game art? “The game 
commemorates the tenth anniversary of the siege 
at a unique cultural moment in which holy war has 
become embedded in official government policy," 
the makers tell us. “The spirit of Koresh has 
become a paradoxical embodiment of the current 
political landscape — he is both the besieged 
religious other and the logical extension of the 
conceptual didacticism seems to have elbowed 
out the idea of anjoyrnent. That paradigm is taken 


Steven Poole 


to its extreme in the Election Manifesto Random 
Policy Generator, running on an iMac upstairs. 
"We pledae to disband unpopular independance.” 
‘Identify private decision-making.” “Endorse 
productivity? Invest In productivity!" Slogans 
appear in red capitals on a black background, 


first thing | saw on entering the exhibition: a large 
projection of gib-soaked ultraviolence іп the shape 
of an everlasting Quake Il! deathmatch. A cheesy 
American announcer spews a loop of soundbite 
phrases – "Police conspiracy / hostage siege / 
desperation despair / ethnic war" = over an 
irresistible grungy guitar riff. Meanwhile, the 
notifications ot frags reveal that each character in 
the rocketfest has been christened with 
mischievous intent: "Dick Cheney almost dodged 
Ralph Nader's rocket," "Grand Ayatollah Fadiallah 
was gunned down by Condoleezza Rice". It's 
called Diplornatic Arena and is by Belgian/ 
Canadian collective Workspace Unlimited, which is 
also building a large-scale networked virtual gallery 
space called Virtual World of Art, within which 

| left the exhibition wondering about the 
relationship of critical games’ to mainstream 


TRIGGER HAPPY 





videogame development. The satire of something 
like Diplomatic Arena or Waco Resurrection may 
be crude compared with other media (for example 
the superb Get Your War On online comic strip), 
And yet, compared with the explicit political or 
social content you might find in most videogarnes, 


Compared with the explicit political or social content you might find 
in most videogames, this is shockingly powerful and sophisticated 


there is nothing to interact with. "Political rhetoric is 
not about communicating information, but is for 
has been exchanged," says the blurb. Which is 
true - and, as with a lot of conceptual art, it is all 
you need to know, The actual object adds nothing. 
The most minimalist work is also ane of the 
prettiest. For Super Mano Clouds, Cory Arcangel 
took a Super Mario Bros cartridge, reprogramming 
and soldering in a flash ROM to remove everything 
except the blue sky and fluffy clouds, which scroll 
by ethereally on the wall. What does it mean? 
What is it saying? Perhaps it's refreshing, not trying 
to force.any meaning down our throats beyond an 
competence in order to be creative in this arena. 
To me, though, Ihe most boisterously 
entertaining example of ‘critical games’ was the 


EDGE 


this is shockingly powerful and as sophisticated as 

Sure, a lot of the time we want pure fantasy 
from our games. bul a more sophisticated means 
of dealing with the real world might also be 
interesting. As exhibition curator Edward Carels 
points out: “Time and again we are struck by how 
[games] shy away from the real world." 

It should be recognised that these ‘critical 
games’ do not offer as rich or interesting a playing 
experience as the product they arrogantly affect to 
despise. However. they do make a powerful 
argument for commercial designers entenng into а 
Steven Poole is the author of ‘Trigger Happy: 


The Inner Life of Videogames" (Fourth Estate). 


Dim | 
ch 


il My name is Christophe Kagotan. Some 
H of you may already know me. l've been 

working in Japan tor Edge for quite a 
while now, but this is my very first time writing a 
calurmn. As a French-Japanese person, English 
isnt my first language, but I'll do my best. And | 
promise that l'I try ta stay on the topic of 
videogames. Anyway, as we say in Japan, 
“Yorashiku onegaishimasu.” 

At this year’s AOU show [see p12]. 
something we already knew about was finally 
made official. ‘Yes, SNK's Neo-Geo hardware is 
finally being retired. After 13 years of hard work, 
ihe most venerable of consoles is being put out 
to pasture, and | think the occasion is а sad one. 

This may sound a bî backward-looking or 
nostalgic. but it's hard for me to get my head 
around tne fact that the very special, very 
cnarismatic sprites of SNK's machine are going 


to disappear in favour of more modern, more 
contemporary graphics. 

This machina, after all. was the very first 
hardware to be produced as an arcade 
board/home console hybrid, in the shane of 
the famous MVS board and its consumer 
counterpart, the Neo-Geo. Sa, when the 
Neo-eo brand is retired, not one but two 
pieces of hardware will disappear. 

Also, the MVS Neo-Geo system was the 
very first piece of hardware to create a bridge 
between the arcade and the consumer by using 
а тегпогу card, so that's another great memory 
attached to both pieces of hardware. 

It's hard to overestimate how much of an 
impact this system һай in this courttry, To 
appreciate it, you'd really need to have been 
Ing in Japan at the time. 

You see, SNK was one of Ine very first 
companies (yes, another first to initiate cabinet 
rental. You could find the srnall MVS cabinets on 
the street in front of restaurants or toy shops, 
inside train stations, nearly everywhere. And 
this arinciple was applied to the home console, 
too: Neo-Geos were available in many video 
rental shops across the country. For a small 
fae (| don't remember the exact amount nght 
now — this was over ten years ago, after all, 
you could rent the Neo-Geo, two controllers 


and a came. И was a very big deal because 
very few people could actually afford to buy 
such a powerful console. And it's still a very 
expensive format nowadays, of course. But 
when you buy а Neo-Geo cartridge, you don't 
just buy agame, you Duy a piece of history, a 
piece of pure, genuine arcade entertainment. 

| recently went to see Samurai Spirit Zero 
special at the Club Sega situated in Akihabara. 
There | saw the hardcore players, the people 
who'd queued all night, sleeping in front of the 
arcade in order to be the very first to touch the 
new дате and see how it differed from previous 
instalments in the beat ‘em up series. These 
people would queue up all over адап to spend 
another day playina the game, discovering its 
new foibles and refining their judgments of it. 5 
hardly surprising that this particular group is 
also dismayed by the changes in SNK's 


M KYO GAME 


ophe Kagotani, Edge's man in Japan 


fortunes. But is it being conservative or 
reactionary to fee! these emotions? Perhaps, 
but the question remains: what happens to a 
hardware maker when it has to turn its focus to 
software only? 

it makes rne think of Seca, of course. The 


the golden age of 16bit has been severed. 
So what do wa have left? Sony, Microsoft | 
and Nintendo, Of course. this makes Nintendo 
the very last console company leit in the market 
With а pure videogarne and toy-based 
background. And while know that Nintendo is 
a мегу cash-nch company, | can't help thinking: 
what if Nintendo is next? What if Nintendos 
pushed inta becoming a software-only 
company? Could it survive and continue 
to be creative and push at the boundaries of 
how we experience gaming? Admittedly, the 
Neo-Geo was never a major consumer 
plattorm, but people have considered what 
happened to Sega and said that a similar 
thing could happen to Nintendo. 

| really can't see it happening, but some 
argue that this would be natural selection, the 
way the market forces gaming to evolve, and 





there's truth in that, of course. It explains why 


the arcades in Japan have been turning into 


graveyards, where people are still enjoying old 
hits but discovering few new stars. 

50 what does it matter if the arcades are a 
dying market? What does it mean for the 


“When you buy a Neo-Geo cartridge, you don't just buy a game, you 
buy a piece of history, a piece of pure, genuine arcade entertainment" 


company was never more creative than when it 
nad its own hardware to support: even if its 
games weren't million sellers. they were a 
demonstration of a powerful sense of creativity, 
Once the Dreamcast was over, Sega had to face 
a new reality, Of course, this gave the company 
a new direction and a wider market, and in that 
sense I'm excited to see what it is going to-do 
with these new possibilities, But at the sarne 
time | have the feeling that Sega will never be the 
same again. 

What do you think? Will SNK still be SNK on 
PS2, Xbox or AtomiswaveT 

Now, | know SNK Playmore is not the 
same thing as SNK, but it has kept the flame 
very much alive, using many of the company's 
former development teams. But now that we're 
losing the Neo-Geo, the Japanese game 
horizon has changed again. The last link with 


Japanese industry as a whole? Well, arcades 
have been, fromm the very beginning, the 
backbone of our perception of Japanese 
videogames. And for some time now Japanese- 
made games have been making а reduced 
impact on the international market, which is 
more and more dominated by the west. is the 
Neo-Geo another stone pulled out of the wall, 
adding to the pace of Japanese decline? 

Well, | hope not, even f nowadays I'm 
finding it more and more difficult to define the 
strengths of Japanese-praduced titles. 

Never mind. Enough of these dark thoughts. 
l'm off to plug my Metal Siug 5 cartridge into my 
Neo-Geo and get ready to rock and roll. 

Let's celebrate one nell of a console. 


Toshihiro Nagoshi is away (possibly holed up in 
a bar somewhere, smashed on expensive booze) 


s game fans, it goes wilhout saying that 

ihe maionty of us are also fans of the “Star 

Wars' mowes, We all have our favourite 
moments, бе it Vader telling Luke that he's really 


hig dar me or that time when Princess Leia called 


Chewbacca a ‘stupid fat mut 

You know what | really likey That bit in The 
Empire Strikes Back’ where Darth Vader suddenly 
jumps to his death, tor no apparent reason. Man, | 
never saw that a And there's that hilarious 
moment of slapstick in “A New Hope’, or whatever 


+1! 1 m peer + S Xa: i = E 
it's called these days, where Luke can't get 


> Leia and Hans 





through а door because Princ 
Solero are in his way. He just keeps running on the 
spot, and Hans and Leia are walking on the spot 
then Hans turns 80 degrees, and starts walking up 
against а wall = for the rest of the film! Classic stul 
Though generally considered to be the work of 


a great auteur-tumed-swollen-capitalist-dog, ever 


Page 28, press hold, and reveal. 


latest tirstoerson travesty to be given Mr Lucass 
Dear of appre Wel 35 an asid eva yu naticec 
Lucas no longer has а (Si jaw-line 7 Му 
theory is that there's a neck there somewhere, Dul 
it's obscured by a toot of wiry. grey nair. Perhaps 
he hides cakes in it, or action figure royalties) 


Apologies ў m TM behind the limes on 


this — | appreciate that Jeol Academy is by no 


means a new Ше, The PO version of the game 
has been on sale for some months, and yet 
LucasArts has bi isa to use the opportunity to 
fix fundamental flaws wath the Al. On, sure, there's 


probably some patch online that stops your 


гы: LSE yo 
Bnernmies со 


committing suicide, but the average 


Jedi Academy owner — more likely to be a ‘Star 


aware of it. If Lucas can release special editions of 


his films, which, ahem, fix fundamental laws in ihe 


original product, then why not special editions of 


BIFFOVISION 


Wars’ fan than a hardcore gamer -is unlikely to be 


were merely works-in-progress. and the special 
editions are how he'd have made them if neg nad 
ihe-time, money and technology. Well, fair SRM 
isameCube Resident Evi is, presumably, the 

rsion Capcom would have preferred to have 
АД. sed on the PlayStation, way back when 
jalthough | must admit 1 missed all thal chat about 
"The Master of Unlocking). 

Arguably, Sonic Heroes is a special edition ol 
sorts. П pretty much reprises Ihe locations from 
the original Sonic The Hedgehog, albeit with a 3D 
twist. And lord knows how many ‘special editions’ 
weve had of Space Invaders; or Pac-Man, or 
Tetns, Thing is, in all the above examples those 
responsible have come at the special editions frorr 
the same point af view as Herr Lucas = that more 
s more, Compare the опат eaction to the 
special editions of ‘Star Wars' to, say, Ridley 


Scotts directors cuts of Mat Runner’ or ‘Alien’ 


‘Digitiser’s founder speaks out 





the ‘Star Wars’ prequels have their great scenes. 
Let's not ا‎ the exchange between Yoda and 
Count Fooku during ‘Attack Of The Clones: 
Yoda: The Force flows through me! 
Fooku: Where ara you going, Jed? 
Yoda: The Force flows through me! 

Fooku: You cannot resist he power of the 
Dark Side. Where are you going, Jedi? Where are 
you. going. Jedi? 

Yoda: The Force flows through me! 

At which point Toda runs headrtirst into a large 
es. The crazy little troll! 


ing, You can stop 





lake of lava. and di 


e 


Friends, I'm just jost 
scratching your brains. Of course none of those 
things really happened in the ‘Star Wars’ films, all 

t which contained clever dialogue, intricate 
plotting and spectacular action sequences 
few of them, anyway). Had these oia Hiper 


the films, you d likely wonder whether George 


би had succumbed to brain-scrambling money 


posorning. or you were watching an unexpected 
sci-fi spin-off of Monty Python: "Hes not a Sith 
Lord, he's a very naughty boy! This dedi nas 
ogased to be. it is an ex Obi-Wan!” elc. 

If this prospect gets you excited, and you 
would be keen to see such absurdity occurring 


within the ‘Star Wars universe, you could do 


y 


worse than pick up a copy of Jegr Academy, the 


ine games which aiso bear his name? You know — 
editions which are complete, rather than hastily 


E Tab rs PT ғ = ri. , - 
Wed piss-takes. Probably because us lo 


S EN TER е РАГИ UU PS i В 
күн state." Ungrateful sods that we are. 


-åf Er fr^ | lme Руа ра аера io^ وس ص‎ m 
Both films included additional footage, and yet 
were shorter th the ¢ ial releases. Will Space 
V EFNS IOE ar г e опата OEE ASES., WII cC 
invaders: Invasion Dav be as massive as the 
кык 3 М * r mi арч "Ез ар рр 
original? No. Were VWvorains and Bornbtns and 
Arsetns bigger hits than Tetis? No, because all 


deviated tao far from a winning formula. 


You know what I really like? That bit in ‘The Empire Strikes Back’ where 
Darth Vader suddenly jumps to his death, for no apparent reason 


The release of bug-free editions aside, it raises 


an Issue about whether there is a market for 


special editions, or directors cuts, of games. 





Admittec y, & law hara y SOUS Nave ined m — 
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Caocom with is GameCube remake of Resident 


Evil for опе, Thin na is, where do vou draw thé line’? 


IS, JUL Orci 


VA FU n br М Cree j Ea. 
With the or oi al Star Wars’ trilogy due for 


tember, hardcore fanboys 


ы 
b 


release on DVD in бег 
are up n arms that Lucas won't be including the 
original versions of his films. Instead, the set will 
feature the 1997 special editions with thai 
much-makgned enhancements. Theres a 
reworking of the Cantina scene so Greedo fires 


= =. m, 
TEL an extended secuence where Lure 






Skin ker takes a slash up against a droid, and 
the inexr айо: digital removal of Carrie Fisher's 
limbs, so she resembles a sort of floating torsa 


tt TC. Lucass defence was that the Original f films 


Pr ара Thin eee 
ersonalty, Fd kill to play Sonic The Heaghog 


with a subtle 3D twist. | don't want to be tethered 
to nis churns, | want to play a Sonic game thal 
feels like Sonic and returns to the fundamentals сї 
the series. Developers need to stop trying to show 
off, Stop. trying to reinvent the ahes. and give us 
what we expect when we fork out Tor a Familiar 
orand, Look what happened when Coca-Cola 


changed its recipe. Let's see some more faithful 





franchise extensions. Let's see some Spe 

additions that don't wipe the slate clean and start 
again, Ana lets not have any more of Mario ina 
bloody aqua jetpack. | want to see the little Italian 
[well Jurm ping on turtles’ backs, and quafting 


"m 


hallucinogenic fungi. Okay? 


Mr Bifo is a semi-retired videogame journalist. 
His views do not necessarily coincide with Edge s 
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A new publisher coincides with change of direction for Criterion's successful 
series – and a UK de velopm ent team unquestionably at the top of its game 


— he preview build of Burnout 3 

we're being shawn isn’t hugely 

— i impressive. It is, in effect, Burnout 

2.5 = a slightly — version of admittedly 
ne of the finest racing games of recent times 
t which shows little in the way of the 
| significant leap the game enjoyed frorn its 
a / first to second iteration. 
Jum ' This particular version, however, is а 
month old. We're travelled to Criterion s 


e 


POS | SCORE 
UT 9890 


-T 





Surrey headquarters to play the very latest ud 5 ES ГА KEDOW MI 
code — the first magazine in the world to do " - - 
sa — and the developer has deliberately mislec Ls 
us, It's an effective manner in which to 
highlight the advancements made because 
ance the second, newer disc is loaded into 
the debug unit and a race selected, there is 
no doubt that the journey to Guildford nas 
been worth tt. 

The current Burnout 3 is in fact а 
considerable evolution from its immediate 
predecessor and judging from the ‘before and 





The audio has yet to be finalised but 
already signs are promising that it will 


keep up with the visuals. During crashes after’ demonstration we've just witnessed the 
(and particularly in slo-mo mode = see Work the team has achieved in the last four 
Crash "n' burn’) the detail of distortion from Wake i5 Тегана — hea lent a batter 
the force of impact is impressive and adds E І _ Т 
immensely to the game's atmosphere looking racing aame on Xbox. Which is high 
praise considering the version we're currently 
playing is running оп. а PS2, 
IN || I^ rm | "| . = T ъ= == pm LA ry h CAI Ё "^ 24 Ta = 1; rt rm P “к^ D RIFT D Bit 
пе Idea 15 ТО WI к having os Lail5cu OFT! 
ч go pm =~ r^ Fo "zd nit C Bia аа £g mte 
every opportunity to nudge your opponei Its ONCO MING 481 


Lr ul Bof b 4 1 LLA 
a "b, —— ы | vs Er " — i E = b | j ao 
into oncoming t àffic or statio onary obstacles 


The premise has altered, and now 


Iz 
focuses on batting against like-minded drivers 





on civilian roads. You still race, of course (this -— ' - 


ime e against five, rather than just three As you'd expect, the Xbox version is at least as accomplished as the PS2 equivalent. The difference 
adversaries), but the idea is to win having between the two is less apparent than you might expect - a credit to Criterion's coding skills. The 


y w—— — role of traffic during accidents has also been improved, as lorries spill their payload across the road 
capitalised on every RORIS jnity to nudge 


your opponents into oncoming traffic; 





stationary obstacles or simply, and perhaps Darwin's survival of the fittest principle and as progressed. Visually, the environments are 
most satisfyingly, Slamming them against such, some of the most fun you can have with some of the busiest and most vibrant this sid 
H mri roadside boundaries. These result in a ‘take а joypad in your hands. (Owners of a Малов of NFS Underground, though.certainly more 
i gi IE E a down,” extending your boost bar (the same Adaptor not content with proving their accomplished in terms of real-world quailty, 
3 TANED Wy 1000 : section can subsequently be ‘stolen’ by the evolutionary supenority against the GPU will The car models benefit from greater detail an 
r^ A opposition) and serving up a healthy dose of De pleased to learn the game is fully playable better environment mapping, and crashes 
paints, Needless to say, your adversanes are online, with Criterion currently working to have been spectacularly enhanced (see 
no pushover and will fight back just as ensure that sixplayer battles are technically ‘Crash n burn). But the structural 
vigorously — you may have managed to guide indistinguishable from the offline gama.) developments are of particular interest. The 
the first-olaced driver into a car park full of Despite the change in the core main mode now offers a clever branching 
coaches (each of the tracks has signature experience, the third Burnout inevitably shares progression with a variety of play styles {in 
EN take down spots) but the game's generous sorne ot its predecessors’ characteristic addition ta those mentioned above, we 
Boost can now be used as soon as it's catch-up feature ensures that before long they Lan-based racing still mixes with reta {0 spotted Eliminator, Hot Lap, Survivor, Battle — 
accumulated, and while you gain some for may бе сп your tail looking to return tne point and face-off challenges, and marathon Last Car Standing, and Road Rage = a slight 
нанд on toc wroHg; S8 OF 018 FONS, TINI favour. And that's the point: Burnout 3 is the rounds fuse tracks frorn different settings reworking of Burnout 25 Pursuit mode). And, 
misses and air time, it's less generous than 2e | 
in Burnout 2. In this sequel, only aggressive E equivalent of natural selection, à themed around Europa, the US and the far of course, Crash mode returns also in 
driving will reap the highest rewards turbo-assisted, unrelenting illustration of east, Predictably, though, things have enhanced form and with the intnguing 


Format PlayStation2, Xbox 
Punisher, Electronic Arts 
Developer Ortenon Games 
Origin: ШК 
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The racing influence is evident in the (faster) 
car selection ~ even the most basic vehicle is 
a tuned hothatch. Far closer to their real-life 
inspirations, they include exponents of the 
rally, touring and sportscar world. And wait 
until you see the bonus models... 


DRIFT 2081 





promise of competitive and co-op twoplayer push certain aspects of the game is openly 

Crash 'n' burn 

Already unrivalled when it comes to creating videogaming's 

most exciting car crashes, Burnout 2's sequel has a revised 

Critenon is keeping quiet pinnacle of the series — structure and physics model allowing vehicles' front and rears to crumple in 
With release currently set for September, presentation in particular are already great | | | оп themselves, and work is underway to ensure the chassis 

twists in realistic fashion. Add to this a substantial increase in 


options ras well as online compatibility on recognised. Ls an association that has 


PS2, of course), As for other modes resulted in what looks set to become the 


the team has ample time in which to balance benefactors, The team's belie? in ts creation is 


the number of particle effects and the resulting shower of 

2 a plastic, metal, glass and sparks is dazzling, particularly now 
proud af what it has achieved so far. Part ol seems entirely justified, On current torm, and -} that you can also slow down the action (by pressing the boost 
the buoyancy clearly detectable as we walk with the backing of the industry's larges = ы. button). The developer is promising an 'aftertouch' effect so 
around Ine Burnout office is the result of the publisher, Criterion Garnes looks destined to m DEM CECI саса шыде шаникоша гуне М 


and fine Lune its project, though it's obviously patently evident and, from what we've seen, 


ші 
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maximum camage, while explosions and fire effects (and air 


senes new publisher. The role EA has played secure its place eaiengside the word's EET - 
FEM PEE = Ке i p^ ga aid rams in Crash mode) are currently being investigated. 





in terms of getting Criterion to focus an and "inest arcade racing game developers. 
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In the build we played, the enemies were hardly smart opponents - simply running away from them 


and up a ladder returned them to their previously passive state. Hopefully this will be addressed 





Once you've knocked out an enemy, you 
can drag and hide the body. Predictable 
enough, but the ragdolling is excellent 
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7 he Chronicles of Riddick is running 
on one of Edges overworked 
— d Xboxes in its equally well-wom 
games room and a curious passer-bv sticks 
his head around the corner, First reaction"? 


"Is that Doom 3 you're playing?" 


It's an easy mistake to make from only the 


briefest of giimpses. and it happens because 
both games use per-pixel shading and 
dynamic lighting to create some weirdly 
atmosphere otherworldly scenes. But they 
also share other visual themes, too. namely 
industrial-styled interiors decked out with 


metalic surfaces, grilles, ducts and vents. 
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Unlike Doom 3, in which you once more 
till the boots of a hard-boiled space manne 
however, Riddick sees you assu Tino the role 
af Vin Diesel's character from the sci-fi move 
‘Pitch Black’. The game is ерии to без 
prequel to the upcoming movie that shares 
the Riddick name, which is Itself a prequel ta 





the 2000 celluloid outing which onginally got 


t simpiy won't 
Diesel noticed. You're following this, nght? work, она one ve trip to the facility's computer 


have been incarcerated in Butcher System in erger ro пак zk iri OU OWN dala 


LII 


ay, the most secure prison facility known to 
man — although its à reputation you'll he 
ooking to destroy by busting out of rt 


If it's beginning to sound like something a 
litte more cerebral than your average 
firstperson shooter, that's because it is 
Played out in firstperson, middick has Encountering other characters, for example, | 


shades of Namco's Breakdown (see p104) Кыйы Ырда. CUN. Еве 
about it, especially since its developer is blowing them away: a trading system exists 
attempting to incorporate а Wirt BUR within the prison's walls, enabling you to 
combat system that amounts ta. something barer cigarettes, harder drugs and other 
more than wild flaiings of your fists. items in order to gain tangible privileges that 
But there are weapons. too - although 
they'll need to be stolen from guards first. And 
then it's not easy, because each firearm has 


been DNA encoded ta security staff — if it 


will assist you in your overall plan 

And theres a considerable amount of 
stealtn-based gameplay, too. Hiddicks 
‘shined eyes allow him to see in the dark, so 


ADON 

Vivendi Universal 
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moe Sweden 
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The dynamic shadows add a great daal to the visual 
fidelity (left) - and they're applied to every character 
that appears, even you, when you're trying to hide 


t vet cloar how these elements will 


but no such question marks T LAM "9 А ; Raid on Butcher Bay 
5 appearance. Use of | (= Butcher Bay is supposedly ‘the most 
notorious prison in the galaxy’, and its 
separated into three sections = а ‘max’ 
level on the planet's surface, a 'double-max' 
area below ground, and a 'triple-max' 
section located in the building's tower. 
Escaping all will involve a combination 
| of stealth, cunning and brute force - the 
н = | latter being required against the game's 
Though it's supposed to be something more than a straight shooter, the game features a raft less human staff members (above). 
of weapons, ranging from grenades to shotguns to miniguns. The results can be bloody 


5 a staggering level 





Killzone 


Grey in hue but much the opposite in terms of personality, 
our first serious Killzone playtest leaves us shellshocked 


The most rewarding sections are those in which you encounter a group of shielded Helghast 
soldiers and have to draw them out of their hiding places using grenades and long-range fire 
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пау we ve had а спапсе 1 

down and play Sony з great white 

FPS hope extensively. Questions 
about its calibre in relation to Hao or Half-Life 
should be deferred, and are irrelevant anywa 
this is a title that has been created In isolation 
with a concerted attempt to bypass genre 
clichés. Krone is confident and distinct = аги 
ts shaping up to be a very important game 

Circulation of the first gameplay videos 

recently met with a muted response, with 
emicisms centring, bizarre, on Ruzone s 
colour scheme. The predominance of grey in 
the environments is undeniabie, and he Sky 
remains overcast Ше а out, but its тасис 
apparent how this greyness IS an important 


atmospheric signifier; it doesn't refer to the 
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which are apparently derived from amplified 


recordings ot stapieguns. 1 NEFES a vic 





Kick to the he 
grenade launchers bellow oul smoke as they 
unioad. Moving through the weapon classes 
you end up with rocket launchers that nil mon 
than half the screen, forcing your character tc 
stagger under the weight as you watch the 
missiles explode a mile into the distance, 
There's a great homing device too, allowing 
you ta fire off a rocket before you swing roun 
to face your target — the missile swerves 
violenthy in mid-air towards its new adestinatior 
Some set-piece battles allow you tà 


ute 


cutting through the sv es of Helghast 
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the mood switches from funous trefights fo a 


stealthy ambush, An interesting contrast 
تی ر کے پک‎ ITE ы T" d + 
One aspect of the game [hat remains 
under wraps is multiplayer. It's easy to see 


ү т . m Lew lk VET ы, : 
how Kilteone s in-your-face aesthetic could 


adapt io deathmatch play. After this 


exniaratied laster We can t wait 
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its massive Japanese success in 


ust when it seemed that Koel 
; бошап t possibly yield any more yen 
— _ from its Dynasty l/Varmmors series, the 
publisher poled Japanese fans and found out 
Jat they would conceivably cough up for an 
outing based on the History c of their homeland. 
And so Samurai VVarnors transplants the 
franchise's Teudal Chinese combat lock, stock 
and musket-barrel into Japan's savage 
Sengoku period, a cunning combination c 
market forces and market ‘coat that has 
already reaped dividends. During its first week 
an sale. Sengoku Musou (as it's kno 
Japan) shifted some 600,000 copies — EM —. ж PEE 
no small Asahi, given that the second-best Ew ! lY э HEKER 
selling console garne sold a third as much. , Шш: £X гр Му 
Шш 2 < E. - z = -— i -— 
Whether that success will translate into es 
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setting remains to be seen, because Samurai Z ч К | ve iF | 
armors brinas little that's fresh to the fight КЕ: У | — a 32 : Б 29 


here will nea certain satisfaction to be had 4 1 t | } 
| PN — P M, l „Ка 2/4 
тот singie-nandedly routing an entire field of == - К үу i d 


3es, but unfortunately it's thé same sense of 
satisfaction that started wearing thin severa 

instaiments ago. Even the cosmetic changes 

jon't seem that pronounced — at first glance, EG bEÁRd Rex PE it, SRBM TR SEU 
пе Japanese battlefieids look and fee! rather Р онери ти | 
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similar to their Chinese counterparts. while the T S+ABRTS TE MMAR S, 

nteriors are bland, basic and, well, boring 


The majonty of Samurai VVarriors' reputed 


* 'Oümrilion budget must have been spent on 


super-sizing, then. The 90 new stages wil = == "a = | E کے‎ 455104 | joy Soo 
offer over 500 missions to wade through — ке | | | ee А30 Aeg 50 Ene 
and wade through them you will. With some TS a ee, SS | [E as до pon 40 [к "Er al 
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sable to rack up a four-fiaure 
Dodycount on a single mission. Furthermore, 
the five characters initially available — a rum = E =, Ф М. А" — 

af genuine historical heroes, including clan ee Gt : = Ez ; x = ^5 ‹ ШЕ, HAE ARAE 


ader Sanada Yukimura and noted ninja 
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creations like Kunoic d, a Sadalcer-evecd 





mri = ЕЛ: 
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sizeable selection of uniockable ae 
each with unique attacks and weapons. 

30 dor so familiar, then: Samura: “Warriors 
5 essentially a bone intended for the series 
most dogged disciples, and those that have 
stuck it out this far will be too busy salivating 
rits scale to worry about gameplay 
enhancements. IT it looks like offering the 
unconverted little more than a potted history 
esson, then at least the precedent set here 
ias potential. Next time out, we'd like to see 
more Anglocentric Update, preferably set 
1 early 1980s Brixton or Toxteth, Now TA ^ RR REO) ACR A e RE Uc 

Y | б ББ 603 Sengoku Musou has already chalked up sales of more than half a million on its first 

Ч week of release in Japan. Now that Koei has abandoned the idea of using the 

Japanese name for the PAL release, there's a much better chance of success here 


that really Would be something to get 
upan arms about... 


А; 
ria 


Format: Р 


E 8 Publisher: Elixir Studi 
Develooer: Viven 
| Origin: U 


Feipase Qd ЖИ 


Playing a secret agent is an age-old theme, but what 
happens when you take control of the opposing side? 


ls such a simple pitch vou wonder 

why it hasn't been done before. Evil 

Genius lets the player take the role 
of Blofeld, of Dr Claw, of Dr Evil — international 
trademarks excepted — and challenges them 
to hold the world to ransom, Its a 
management game, of course, but this is no 
Machiavellian play in the mould of Bepubic, 
Elixir previous release. Evi! Genius is orignt, 
fun and played entirely for laughs, hiding the 

Molex interplay of hundreds of different 





object modules beneath slapstick spy-genre 


humour and some fine animation. Attacking agents can arrive on rubber dinghys 
There are five components to the game approach the base in submarines, parachute 
| р NM in or land helicopters in island clearings 
First the player builds their base, an exercise 
irr Dungeon Keeper-style constr uction inside a 
volcano on a tropical island in the middle of Research is the third, in which objects from 


nowhere. The second is mimmori training, around the base can be investigated and 





К. where the player populates their world with a combined with others to produce new, 
ocktail of scientists. thuas and henchmen mischievous forrns of violent entertainment. 
nd then refines the mm with education. Ihe fourth element is tha construction of 
cells. around the globe, which bnng n 
anc infamy but also attract the attentions » 


global security forces, The final aspect is 





defending your base from them and their 
special agents 

So, part of it plays like a standard 
construction game, part ts more:stand-offish 
and strategic. and part sees a hands-on 
eee the player directing their henchme 

ound their complex iri a similar way to 

a nandos or (perhaps more pertinantly 
gven Elixirs Dermis Hassabis's history! 
Bulifrag'’s Syndicate. Each of the henchmen 





who serve as the right-hand men/womaen to 


People can arrive at your island in a number of 
ways. Some (tourists, for example, who mustn't 
discover your base) choose conventional means 


vour evil scherner has a set of special 
characteristics and will interact positively or 

negatively with the rest of the team according 

to their personality. Indeed, it's his domino 


! | effect that plays a big part їп every s in of 
| po LL iv, While the game itself is simple, the 
Mwa-ha-ha-ha! А I | pla y hile dam Sei i if 


Some of the global territories have their | | , - а P EL number of objects interacting win wee one 
own super agents, such as the British г Ir س‎ et AAT nives rise to situations that are both 


2 





James Bond-alike. It's not easy to j i TL rn E A] 


capture them, but once you've found —— س‎ AE aE Аа ir BE E SS 
their weakness they can be imprisoned, Immeasureby ванотута меп {ле prd 
and that provides your character with an E | di eS ЛЕ The real joy. though, is in the e details. 
opportunity to gloat. Standing outside ЕР . V m Br" = When characters interact they do so with wit 
the cell door cackling increases your | » i 
global notoriety, but every time you do it 
the door opens that little bit more, giving l ! سے‎ : - 
the character within a chance to escape. Bie t LM p —À M. the game above rnany others in tha eyes o 
As with most of Evil Genius, it's all a ap e en чы | 0125 —M7 —. most PC gamers, 

question of balance... | die, 7 | ANS | У = Evil Genius is a simple idea. sweetly 


CE 


and exuberance, ard it’s this and not the nes 


and tidy mathematical mechanics that wall lift 


jen SW 
executed, but in a heavily saturated strategy 
industry that may not be enough. The next 
months will see the really crucial powerplays 
take place = Vivendi's marketing battle tor the 
blackened hearts and scheming minds 


Bases are hewn from rock in a similar vein to Dungeon Keeper. Rooms of any size or shape can 
be dragged out, and then populated with objects, which can be functional or simply ornamental of the management market, 
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Forgotten Healms 


A trip to the dungeons inspires Stormfront to 
squeeze a lot of graphics out of PlayStation2 


Rh 


a 


The simplest way to destroy creatures may also 
prove the most effective. Here, the player uses 
simple but brutal slashes to kill the serpent 


Attack, attack, attack 

Like LOTR, combat is simple. One button 
produces a weapon attack — staff, sword 
or knives - while another handles a blunt 
hands-and-feet attack — useful for 
stunning enemies — and the trigger 
operates range attacks. A third face 
button executes a block or duck, while 
the last produces a special move, but the 
real skill comes in stringing together 
combos by pressing the two basic attack 
buttons in quick succession. Novice 
players may be able to progress through 
the game by hammering X, but they 
won't level up their party very quickly. 
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Combine slashing with punches and stuns and you have the makings of a combo. The (apparently 
placeholder) gauge in the bottom left corner shows your party's health and special attack charge 





Format: PlayStatior 
Publishes: At: 

Developer: Stormfront Studi 
Gngin: L 

iBlease: Septemb 


[е 7 erecall a visit to Electronic Arts 
' | Cherts 
publisher surrrmoning us hr a last- 


ey НО late last year, the 


minute تش‎ at its Q4 roster, Stormfront 
studios’ Lord of the Rings: 
looked нен than, ju 


The Two Towers 
st as it would on 
release, and we inquired of a meandering EA 
representative just how it was the developer 
had managed to eke quite that much out of 
Sony's hardware. replied tne 


PH, "but we're very proud of it^ 


“I'm not sure,’ 


They sm every reason to be, and that 
makes it ali the more impressive that Атап ha: 
manager | ta snatch the studio 
with it its impressive engine, now upgraded 
still further with still higher polygon counts. 
Forgotten Realms is a scrolling fighter in the 
same vein as LOTR, the structure as similar а 
fans of the EA games could wish for, with all 


away — and 


the Dungeons & Dragons content hidden 
erneath the slick high- 


time the story comes from 


firmly (and neatly) und 
poly visuals. This 
RA Salvatore. the best-selling fantasy author, 
with dialogue scripted by Emmy award- 
winning writer. Bob Goodman. The scnpts 
редісгее is as high as the engine's, but 

vill rest on the gameplay departures 


Towers, 


SUCCESS м 
it makes from The Two 
The biggest change is that now the paye 
haracters, switching 
in-game between rogue, fighter and conjuror 
with the D-pad. As you'd expect from a gam 


E 


takes the role of three ct 


that's essentially just Golden Axe rewritten 
with 21st century technology, Forgotten 

Realms follows videogame (and fantasy) clic 
to the letter. The rogue is fast and agile. with ı 
stealth mode when she's in the shadows, the 
fighter is slower but stronger in melee comba 
and the c 


a weak cons 


onjuror has good Dll sce attacks bi 
stitution. The game's Al takes 

contral of the other two characters and show 
intaliigence beyond simple bee-line attacks — 
a coniuror will provide bless spells during less 
Fis using tr 


T & will 


fraught moments, and if the prayer 
roque's sneak skill the other characte 
endeavour to stay out of enemies’ view. 
More interactive and dynamic 
environments make the adventures a little 
| watch as the party | 


marauding beasts into the cogs of heavy 


more waneg = we pushes 
machinery Lo suitably grinding effect, and 
another where they find thernselves isolated 
a river. The D&D- 
system means effectiv 


on агай careenng down 
ni experience 
elimination of enemies grants a faster rise 
through the le 
the same dumb, fun 


SOS 5e 
vals, but otherwise the дате is 
sensation action 
gamers will be grateful for. 





and fire — it's a simple formula 


Left, right, st 
that still works today, as Supersonic demonstrates.. 


op, go... 












































One of Mashed's greatest attractions is the 
way Supersonic has imbued each track with a 
great deal of character. This one (right) is an 


obvious homage to Burnout's highway Y i 


eO тш 


= xi 


DS 2 


| kewed, top-down view. Four cars, all 

ш cute as candy. Controls a toddler 
_ could understand — left, right, Stop, 
Start, fire. Lovingly designed tracks and the 
speed, Oh, the speed. None of this should 
matter, This is 80 over. So yesterday. So 
much... fun. Something that Supersonic 
never forgot in the first place. Mashed is the 
spiritual successor to the developers 
PlayStation sleeper hit, Circuit Breakers, The 
formula remains the same: fall too far behind 
and you're out, but this dynamic has been 
updated with several new twists. Now, once 
eliminated, players receive a crosshair to aim 

other racers. Square becomes circle and 
you're locked-on — ready to unleash a 
Tomahawk-style missile. 

Which sounds gimmicky, but there's real 
depth. The scoring system i$ carefully 
structured to enable ebb and flow. Witn four 
players jostling (as far as we are concerned, 
it's the.only way to play) you're awarded two 


Format: PS2 Xbox, Px 
Publisher Empire Interactiv 
Developer Superson 
Origin: ul 

&Baleazae: June 200 


paints for a win and deducted two for coming 
last, with the middle of the pack sconng 
accordingly. First to ten gets the girls and 
glory, The result is that you find yourself going 
amikaze to prevent your rival from winning. 

The most refreshing things about Mashed 
though, are the tracks ihernselves ~ each 
overflowing with ideas. Most feature sheer 
drops, enticing shortcuts and hold-your- 
breath jumps, and you soon start naming 
them like ‘Friends’ episodes. So there's the 
‘The One With The Вай", ‘The One Like 
Burnout and ‘The ісу One Which Ruins 
Working Relationships’. They're so well 
cratted that you instinctively sense the 
risk/reward value of each tantalisingly placed 
power-up. Discounting the air strikes, there 
are eight root-mounted weapons in an arsena 
that's as satisfying to interact with as you'll 
find in any shooter. Current office favourites 
include the super-destructive mortar and an 

oil slick that spontaneously combusts after a 
couple of seconds. 

So far, so fawning. Obviously, there are 
problems. We've played several builds over 
the last few weeks, noting the impact which 

seemingly subtle changes ta handling and 
track design make. Recently, fancy graphical 
touches have been added, causing a 
performance hit on some tracks. This should, 
however, be remedied in time for release. 

Less likely to be solved is the camera, 
which can struggle to cope with the key nook 
of forcing trailing cars off screen. It's а small 
dent in an otherwise adsurdly refreshing 
experience. Mashed will remind you why you 
got into gaming in the first place. It doesnt 
matter. You don't need to buy it. But 
since when was that the point? 
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Fight Night 2004 = 


EA responds to Rocky's Drago-heavy slugfests 
with a title that promises bee-sting precision 


ood old EA. Not content to rest on it | ht th 
: arme sn. v rol system reinvention to the J 
j GS mar Ise zs |a its HERA CET i 
Where ARA'S off-the-ball runs feel unnecessar mplex, h 
Fight Night s system reduces boxing to its basics, echoing Sega: 







ds БРЕДА PLoS ЖОЙ meld NET. cad a qp, А more fue; E 5 vag res 
ыйан, TAA БП Lol arcade punch Ыр De Fiant Bl ну Bre СНЕ Via 


в right analogue- a tap forward throws а jab, a quarter-circie a hook 
апа a semicircle а crunching uppercut. Awkward at first, tne subtletie: 
of the system quickly become second nature and create a control 
dynamic that punishes flailing but rewards А.у, 


his isn't lo say thal fans of the series will be disappointed, as Pig 


32 fighters, headed by “Matrix Reloaded 


=, =. * ^ MOVE ANALOG STICK S 
to a gleaming sheen. DJ Spin Daddy provides "e ——" 


cameo Roy Jones Jr, and polishing them up 














ling-heavy commentary, and an expanded 
arger mode promises angs Even knockdowns spurn the traditional 
Even the facial-damace system's been X hammering, às your моогу fighter is 
— challenged to align three images of the ref 
ies Mme | via the analog sticks to clear his head 


The fighters’ facial distortions are impressive 


as are the startling variety of camera-flash ای کی‎ cacao ا‎ diem em ee 
replays that follow a successful knockdown ГСУ ИТ. А toucn ТОО sporing 


i P 


Develope Capcom/Naextec 
1 п: dapa 


ее: Mg 


Hemember that talk of six billion players? 
Well, Sega still doesn't dream it's over... 


ê 3D online shooter is a concept Sega has been mulling over 
since the Dreamcast's genesis, a time when online gaming 


-— ——. was going to be the company's unassailable USP. it didn't 


work out like that, of iurse, but the idea remained, and now f has 
L- Таа а ё de Fm " а ў р , Р а m & [ib ъа ri rey 
nande о Capcor jevelor ther. Like most online ga 
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I you re looking for a gaming reference point 
to grasp Steel Fang's intricacies, think of it 
as being like Devi! May Cry meets Outtrigger 


will be free to downoad and play dung the 





Unfortunately, Steel Fang users have to 
connect through a specific ISP, @nifty, meaning 
that European users can't experience it just ye 
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Formar: PlayStation2 
Бапта: Sony Computer Entertainment 
Deveaper Eurocom 





There's still nothing to beat International! Track & 
Field on PST, but Sony is having a stab with this 
officially licensed simulation of the forthcoming 

Olympics. Looks pretty, but will it have the legs? 


1111 


Foret: PlayStationz, Xbox, PC 
Punishes: БС 
Developer: Pivotal 





Battlefield: Vietnam, ShellShock... there appears 
to be a trend appearing here. Pivotal's quietly 
successful strategic combat series is the latest 
to enjoy the smell of napalm in the morning. 


46 











The Nightmare Of Druaga 


Format PlayStation? 
Publisher: Алка 


=, 


Семее: Ghunsoft 





Those who bought Namco's PS1 Museum titles 
will know of The Tower Of Druaga, originally a 
hit in Japan. Here's the Р52 update, with what 
its developer is calling a ‘realtime turn system’. 


Liar H alain - 
Ns lec 


Format: PlayStationz, Xbox 
Publisher: Vivendi Universal 
Developer: Saffire 


Based on the upcoming Hugh Jackman movie, 
this is a thirdperson actioner in the mould of 

Devil May Cry. It doesn't seem especially deep. 
but Helsing's grappling hook is neatly handled. 


Г le 
| | | wr ^м - eo AAA e mmm Imeeeememmnte ar ar 
URI RAJ This month's announcements and updates... 


Format: PlayStation2 
Publisher; Алка 


Developer; Cave 


The infamous Japanese arcade shooter comes 
to PS2, replete with its guard barrier feature. As 
a bonus, the game will come packaged with a 
DVD featuring footage of top players in action. 
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Formal: PlayStation2, Xbox, GameCube 
Publisher Tac 





The Timesplitters team finally unveils its long- 
awaited thirdperson adventure project. Amnesia, 
psychic powers and a ‘covert military mission 

in Siberia' are all said to prominently feature. 
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Forralt: PlayStation? 
Publisher: Konami i 
Doeveiaper: In-house 


ES 





Rather than trusting our singing skills, this month 
Konami brought a professional singer to Edge's 
offices to demo its new music title, It's a strong 
test af vocal talent, with super-cute graphics 


r7 E exe LAS a 
(3host Master 


Format: PlayStation2, Xbox 
Publisher: Empire Interactive 
Developer. Spiral Housa 


Despite its patential, this missed the mark when 
it first appeared on PC. Now, Empire is giving it 
another shot. making it mare action-heavy, with a 
conversion from the team behind the RPG Silver. 
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The assurance of Driver 3's vehicle physics is demonstrated by the way that Reflections’ 
has convincingly conveyed the feel of flooring it in the bangers that inhabit Nice and Istabul 


has dismissed game engine cut- 
scenes out of hand, preferring to іеї 
expensively-rendered CG tell the 
game's {clichéd but effective) story. 
It's the least that's expected. 

"A relatively simple mission can 
become exciting if you buy into the 
story,” suggests Reflections MD 
Martin Edmondson, “but it's difficult 
to be convinced by the story without 
the investment in quality cut-scenes. | 
definitely think that newer players can 
be frustrated at how primitive games 
can be sometimes. They expect 
movie-quality graphics and 
movie-quality music." 

Isn't this an expensive and 





frustrating goal for developers’? “It can 
be, but you have to think big these 
days. Obviously the publishers have 
greater involvement because they're 
providing a lot of the funding. But 
some of these aspects arent as costly 
as you might think. Take the voice 
casting — it helps that we now have a 
generation of actors who grew up 
playing videogames and are keen to 
be involved, Michelle Rodriquez 
bought the original Driver game, and 
Michael Madsen wanted to do it so his 
kids thought he was cool, Five or ten 
years ago they'd either want a million 
dollars or they'd tell you to get lost." 


Phew. We haven't talked about 
the gameplay yet, but there's no need 
for suspicion, Reflections’ strong point 
has always been its vehicle physics. 
The driving model and control system 
remain essentially the same as the 
PlayStation games, but the detail of 
the cars in Driver 3, exemplified by the 
hit-specific damage, is incredible. 
Handbrake tums, emergency stops, 
burnouts and donuts are more 
tangibly thrilling than ever. The balance 
between believable handling and 
Hollywood flair is expertly weighted. 
Meanwhile signposts, benches, 
fences and pedestrians scatter or 
deform with satistying realism: the 





Motorbikes are a welcome addition to Driver 3's streets, with trademark vehicle detail 
extending to the way the suspension visibly bounces as you shift your weight around 


game is a joyrider's manual, and 
trumps Vice City with a vehicle 
selection that includes bikes, boats 
and trucks. A cute feature of the 
18-wheeler is the ability to detach the 
cab from the trailer during a chase for 
tactical reasons, enabling you to 
motor away while tailing cops are 
thwarted by your weighty cargo. Bikes 
are a blast, presenting the opportunity 
for wheelie starts and stoppies — 
cosmetic, but enjoyable. 

The game's three locations — Nice, 
Miami and Istanbul = have been 
chosen for ther distinct qualities. 
Neither city is typical of its country, 


allowing the attention to detail in 
replicating significant landmarks and 
architectural styles to become all the 
more apparent. Those who've ever 
visited Mice will appreciate that a stroll 
along the game's interpretation of the 
Baie Des Anges is remarkably 
convincing, languid Mediterranean 
shadows and all. Away from the major 
thoroughfares, artistic licence is taken 
with the local geography, but crucially 
the atmosphere of each city is 
thoughtfully conveyed. This includes 
not just the type, but the condition 
and volume of cars on the road, It 
would seem incongruous to bomb 
through Istanbul's bustling passages 
in anything but а knackered Fiat. 


Inside out 

The questions begin to surface when 
Tanner exits the car. Reflections has 
always been far better at dealing 
with cars than human beings, and 
Driver 2's over-ambitious on-foot 
sections were disastrous, even after 
being scaled down to a minimum in 
the final reckonina. Tanner's character 
тосе! in Driver 3 looks instantly far 
more convincing and theres more 
than a little of Tommy Vercetti in the 
way he cocks a shotgun. 

Weapon damage is impressively 
thorough, allowing you to derive a 
great deal of enjoyment from simply 
riddling a car with bullets, shooting out 
its tyres, and then standing back to roll 
a grenade beneath its chassis. The 














resultir xg exposition sends metal parts 
fying glonously into the air and tyres 


will shoot off and roll towards you 


Again, the cars the star. White the 


vehicles destruct immaculately, it's stil 


a hassle to aim Tanner s gun in the 
required direction when on the move, 
with nether third nor hirstperson 
viewpoints proving satisfactory. Under 
the duress of enemy fire, this is a fata 


flaw that wil need to be rectified, 


The direct route 

Evidence of breathtaking innovation 

in Driver 3 is scarce, but also 
unnecessary. However, the Film 
Director mode is a fine addition with 
the potential to extend the game's 
itespan considerably, This clever toy — 


ful-blown exploration of the concept 


gi 


previously touched upan with the 
Driver games — allows you to place a 
senes of movie cameras anywhere in 
the environment, including inside (ле 
car, on the front wheel or 30 feet in the 
air You can then film a chase or stunt 
SEQUENCE (ССИ Out-ot-the-car 
gunfigahts] and edit freely between the 


= = 


cameras, adding fillers, zoom or 
slo-mo. It's a remarkably flexible tool, 
allowing for infinite re-editing and 
re-positioning of cameras. The whole 
game has been designed to look great 


in replays, and the Film Director mode 


allows you to utilise all the stock 
techniques of the movies to fashion 
the ultimate Hollywood car chase. 

Edmondson, proud to be a movie 
car chase geek, is full of enthusiasm: 
*The game is all about Hollywood car 
chases, and you cant expenence that 
feeling from the standard chase 
camera perspective. It's natural to 
want to reposition the cameras and 
play around with those chase 
sequences. Having said that. the Film 
Director function was а major, major 
undertaking for us. The environment 
has to be very robust to altow тог that 
level of freedom. In straightforward 
racing games like Gran Turismo, the 
game is just designed in a tunnel 

So what's Driver 3's crucial 
distinction from its chasing pack of 
big-budget auto-action competitors г 
“Driver is the only game thal is а саг 
chase simulation. We focus on tne 
realism, the dynamics and the 
physics. If you're genuinely interested 
in cars, Daver is for you." 

In reference to Vice City s cheery 
in-game parody, where a stiff-rmoving 
character called Two-Faced Tanner 
crashes and burns, Edmondson has 
a parting shot for Rockstar. “Driver 3 
is about driving. It's not about 
chopping people's heads off 
with a chainsaw." 
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The news that Driver 3's story will be accelerated by a series of involved cut-scenes 
may have more impatient gamers yawning, but Reflections insists that investment 
in this seemingly peripheral element of the game will aid overall immersion 





"You have to think big," says Reflections MD Martin Edmondson, in relation to the huge 
spend on Driver 3's ‘Hollywood’ production values, involving Ridley Scott Associates 
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Back from the dea 


There's a big surprise waiting in the woods for followers of Capcom's Resident Evil. . 
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ои are about to enter the world of survival 
horror. It's been a long time since that 
sentence, glowing white on black, 
triggered a frisson of anything other than 
familiarity. Which is what makes the attacks on 
Resident Evil's new direction seem so 
extraordinary. Chances are you already know why 
the initial reaction from hardcore zombie-fanciers 
was so depressingly childish. Simply put, there 

are no — repeat, no — zombies in Resident Evil 4. 

And if you're looking for an illustration of just 
how much the series has changed, it doesn't 
come much starker than that. 

Maybe we're being contrary, but any qame 
capable of triggering the sort of reaction this has 
must be doing something nght. And. inevitably, the 
wounded fans have missed the point aimost 
entirely. There are no zombies in Resident Evil 4 in 
only the same sense that there are no zombies in 
'28 Days Later. New enemies who are quick and 
cunning have replaced the shambling cadavers. 
They attack en masse, retreat when overpowered 
and seem like a logical evolutionary step after the 
aggressive ‘crimson heads’ introduced by the 
GameCube remake of the original game. “The 
enemies have to be smart, otherwise it won't be 
fun,” explains Hiroyuki Kobayashi, Resident Evil 
4's producer. “And the one thing you can't expect 
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walking corpses 


E ص س‎ „4 — Б 
instalments have 


Genetic engineering 
Capcom's infection has now shipped over 24m units, but how has it really evolved since its inception? 


Resident Evil 
PS. GC 
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Resident Evil 
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Alone in The Dark can claim 
to have created the survival 
horror genre, but Resident Evil 
perfected the template and 
coined the name. The original 
is every bit as essential today 
as it was 1996. And, yes, the 
dog crashing through the 
window remains arguably the 
franchise's iconic moment 
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The second game in the 
series, recently ported to 
GameCube, saw Leon 5 
Kennedy make his debut 
alongside Chris Redfield's 
sister, Claire. Set before and 
also after the first game, the 
main hook was the chance to 
take two intertwining paths 
through the same story 
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Resident Evil 3: Nemesis 
PS, PG, GC 


Jill Valentine returns from the 
first game for the most action- 
onented instalment to date. 
Innovation was thin on the 
ground, but tight design 
makes this a fan favourite. The 
titular monster was a nearly 
indestructible killing machine 
that Umbrella had created to 
hunt down S. TARS. agents 
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Hesident Evil Code: Veronica X 


DC, PS2, GC 
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First appearing on the 


Dreamcast, Code: Veronica 
was enjoyable but only really 
notable for its use of 30 
environments. The X suffix 
was introduced for the 
PlayStation? version, but it 
amounted to nothing more 
than three new cut-scanes 


and a пеат ending. 
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This prequel was orginally 
designed for the N64, but 
development was shifted to 
GameCube. Again using 
prerendered (but nevetherless 
astonishingly intricate) 
backdrops, Resident Evil © 
introduced a character swap 
system and insect enemies, 
but little else otherwise. 
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Resident Evil Outbreak 
P52 


PlayStation.c 
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Innovation back on the 
agenda as the senes ventured 
online for the first time. The 
core gameplay is classic 
Resident Evil, but with the 
additional possibilities offered 
by four human players. Offline 
only in Europe, but the 
portmanteau structure makes 
it worth а look for completisis 


Kennedy's arsenal incudes grenades which send enemies flying through the air. The sheer number of attackers at once may initially prove 
overwhelming for survival horror afficionados used to dodging past a couple of cadavers. And take note: these foes know how to climb 
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"The lights dim, the trailer rolls, and the most 
immediately striking thing is how gloriously 
detailed and open-plan the environments are" 


The gameplay is viewed using two 


angles, the default of which is a traditional 
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^ remains unclear whether you'll be free to explore the environment using vehicles anything current console tec г has to offer, TODD iround to predictably amusing 
such as this speedboat. What seems more likely is that they will be acquired for t EV же practically, you can blast weapons out of 


во extends to deflecting 


s Bows Kennedy diving through windows, Kicking из iS and forks that are often flung at you 
c Jown doors and bursting heads ike rotten pums House Of The Dead-style "T 
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B in a motorboat 
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likely to be an important factor during encounters 


with the games more exotic, boss-sized enemies = 


which include a chainsaw-wielding = witl 











hessian sack over his head [you just may have 
already seen rim elsewhere in the magazine), and 
an enormous creature that looks like it's moonlighting 
from Middle-Earth Standing two storeys high, this 
overgrown troll huns Kennedy througn the ar and 
attempts 1o Samp on his head ~ a scenaro Mal 
presumably isnt exhauslivety covered in the secret 
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Return of the living dead 

One of the most surprising things in Resident Evil 4 
is its control scheme. which remains largely 
unchanged Don't throw yourself into that open 
grave just yet, though. During a hands-on session, 


we found that the old system makes more sense in 
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because Capcom was unhappy about how the 
franchise he spawned — and which has shifted over 
24 million units — was being re- igneo Back at the 
heim, the prodigal son decided to scrap much of the 
existir ng work, starting afresh with a view to creating 
something more radical. 
turnaround for the man who also created Devil May 
Cry and two years ago told a Japanese radio show 
that Sony manufactured the Р52 on the cheap so 
customers would have to buy replacements 

Of more consequence to Sony, Mikami-san is 
widely seen to be the catalyst benind the decision to 
make Hesident Evi 4 a GameCube exclusive, along 


it signifies a remarkable 


with tour orginal titles: Viewtiful Joe, Killer 7, PN ОЗ 


and Dead Phoenix (the latter now cancelled 


"Jumping over a fence or knocking down a ladder 
in order to prevent the villagers from climbing up... 
Resident Evil 4 has been skewed towards action" 


its new setting. There is, however, one important 
addition to the controls in the form of some 

context-specific actions. During certain situations the 
А button will blink on the screen, indicating that 


Kennedy 5 able to interact with the environment 


nis m ght rrvolve jUMpINg over а fence, ducking 
benng an object or knocking down a ladder in order 
to prevent tha villagers from Стил up. In each 


case the effect is empowering. Although far from 
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skewed toward the action end of the spectrum. 


The man to thank for all this (5 surely 
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Mikarni-san. He was asked to return as director 





@ 056 


The accompanying statement from Production 
Studio 4 explained that the decision was: “For the 
sound growth cf the gaming industry. For 
GameCube.” In retrospect, the obv 
was the phrase: “For Capcom”. Having clambered 

sageny into bed with Nintendo, the publisher now 
nt itself jealously eyeing Sony's installed user base 
The imminent arval of Hesoent Evid Outbreak Or 
Р52 (sadly stripped of network play in Europe) may 
well De an indication of where the future of the 
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franchise bes but, for now, the good news is that 
Мкалз-ѕал is back where he belongs, concentrating 
on injecting new ife into his creation. And it 


unmistakably feels like a Mikami game – aggressive, 





The sub-machine gun will evoke fond memories among fans of the third game, 
which equipped Jill Valentine with an M16 from the start. She certainly needed it 
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QTE-style sections will frequently appear. Whether or not 
they'll work exactly as Shenmue's is currently unknown 
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but it's currently unclear what's going to fill the void. 
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| nshot might suggest, to blow off an enemy's head you no longer have to angle the 
shotgun upwards at an absurd angle. Instead, take aim, breath out and fire. The splattercore effect is pure Mikami 
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If you go down to the woods today... 
The main cinematic influence on Resident Evil has always been Romero's ‘Dead’ trilogy, but the new game draws on a different tradition 


The Texas Chainsaw Massacre Friday The 13th: Part 2 The Evil Dead Il The Blair Witch Project Wrong Turn Cabin Fever 
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Leatherface is obviously Before acquiring his signature Again, it's the woodland In the absence, on screen at In which Eliza Dushku battles Sexually promiscuous 
referenced by Resident Evil 4's hockey mask, Jason Vorhees setting and creepy little cabin, least, of the filmmakers’ mutant hillbillies and a teenagers trapped in a cabin 
chainsaw-swinging lunatic, wore a bag over his head - but Mikami-san is no stranger tormentor, the trees take on a restrictively tight vest. It's a are a genre staple. This time 
but the influence of Tobe which makes RE4's psycho to director Sam Raimi's use of menacing quality. Resident country mile from being a there's a virus on the loose - 
Hooper's cannibalistic nuclear another homage. The grand guignol violence, jet Evil 4 uses a grainy film classic, but Resident Evil 4's likewise in Resident Evil 4, 
family is also found in the murderous use of gardening black humour and relentless stock-style effect to help enemies match the cannibals’ although it's almost certainly 


unhinged villagers. tools is a more subtle lift. pacing, either. achieve something similar. resilience and bloodlust. Umbrella-engineered. 
Р 





^We wanted to bring back the players who had started 
to feel that Resident Evil wasn't offering anything new, 
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and in order to do that we had to change everything’ 


it-scenes generated solely using the game engine 
na intrusive 


he design new Teels i 


that mean 
1a word gone mad abandoninc zombies who, spiritually at least 
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Lighting plays a much greater part further into the qame as the levels become 
darker, in this case with torches used for illumination. Moonlight will also feature 
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Danish studio IO Interactive is one of the biggest independent 
development success stories of recent years, thanks to the 


popular adventures of psychopathic ѕіарһеаа Agent 47. We 
met up with MD Janos Fldésser, the man behind the hitman... 





anos Flósser leans over the fourth-floor balcony of 

IO Interactive's new Copenhagen HO, admiring its 

spacious luxury. “We feared the open-plan design 
might make the place too noisy,” he muses, “but actually | 
like it. Everyone can see everyone else and ideas are 
shared more easily.” The impressive new building 





overlooking the Indernavnen, which ІО occupied іп 
January, includes a canteen where staff can meet for 
breakfast and lunch. This is apparently an important 
aspect of the whole IO ethos. "I won't go as far as to call й 
ا‎ а family, but there are a lot of friends here, a lot of 
expenenced. self-motivated people who take responsibility 





A for thernselves and each other.” 
Flosser has striven to maintain this atmosphere at the 
=- gee VO company despite its rapid expansion. At IO's inception in 
Р А 1998 there were seven members of staff, now there аге 


140. 10 interactive is Europe's 24th fastest-growing 
technology company according to Delouitte & Touche's 
Fast 500 list. and easily the highest entry for a garne 
developer. No wonder it had to move to a bigger office. 

A week after the relocation, Flosser 15 still marvelling at 
the space. "There's room for more expansion, and this area 
here," he says, indicating a large expanse of open fioor, "is 
going to be our sumo wrestling ring.” 

Fldsser is a former TV producer who met most of O's 
founding staff when working on a programme about 
‘cyberspace’ for the Danish National Broadcasting 
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Can the Hitman series get any grittier? By forcing 
Agent 47 to pass through abbatoirs, вїпр joints 
and Siberian blizzards, it appears that it сап 
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Company back in the late '80s. He came into contact with 
a community of prodigious young hackers and bedroom 
coders who, due to a lack of opportunities in Scandinavia, 
would later disperse across the world to make videogames 
for companies such as Sony and EA. Flosser kept their 
phone numbers, and in 1997 decided it was time to entice 
them back to Copenhagen. They had already written an 
impressive game engine, which Flósser began to pitch to 
European publishers along with eight or nine game 
treatments, but Hitman was the idea that immediately fired 
everyone's imaginations. Eidos was the first to put its 
money on the table, and IO Interactive was born. 

At the time, there was only one Danish videogame 
developer of any significance (ITE, creator of Hugo) 
Without any kind of home-grown industry to rely on, the 
fledgling IO team borrowed business models from game 
developers in the UK and the US. They soon realised that 
unless their games were going be top five per cent sellers, 
they would struggle. 


“Agent 47 functions perfectly as a figurehead for a series. 
He’s instantly recognisable, and his vocation as a killer 
precludes any emotional expectations for the character” 


“These were scary figures for us," admits Flosser “If 
you have a dream of setting up your own development 
studio, you have to try. Otherwise you might as well до and 
work for the government." As a result, IO was tocused on 
creating bestselling videogames from the very beginning. 
The first Hitman game was a PC title, but only because 
PlayStation technology wasn't able to support IO's ideas at 
the time. "From day one we knew we had to hit the 
console market also," says Flosser. "We showed the idea 
to Sony, who liked it - probably because it is a 
controversial, politically incorrect, provocative concept." 

The first Hitman garne was celebrated for its mature 
approach, cinematic atmosphere, iconic anti-hero and 
unflinching violence. "The initial response was very positive 
toward the subject and the character,” says Flosser, "but 
we took a beating оп the control issue.” Indeed, Hitman 
was a devil to manoeuvre, but the inviting scenarios 
compelled you to continue. IO had done enough to be 
granted a second bite of the cherry and, after rectifying the 
control system and adopting a console gaming mindset, 
Hitman 2: Silent Assassin went through the roof. It has sold 
over three million copies to date. 
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“In my forecast it was 1.2 million units, so itis a 
surprise, a very good surprise! It gives me full confidence 
in the character. Agent 47 is one of the most interesting 
characters in computer games right now, so we can build 
a franchise around him.” 

Agent 47 is obviously crucial to the Hitman games’ 
appeal. and he functions perfectly as a figurehead for à 
series. He's instantly recognisable, yet has no significant 
back story. His vocation as a cold-blooded killer precludes 
any emotional expectations for the character. This allows 
IO to plonk him into any scenario – or at least any scenario 
where undercover killing is required - without tiresome 
exposition. Flósser digs out some early sketches of 47, 
complete with bald head, barcode and red tie, proving that 
the distinctive hitman was remarkably well-realised from 
the beginning. “I've seen guys tattoo themselves with the 
barcode,” says Flósser. “You cannot give him greater 
recognition than that." 

As shown in the impressive opening FMV for Hitman: 


Contracts, Agent 47 has found himself in a spot of 
uncharacteristic bother. in fact he's bleeding heavily, and 
passing in and out of consciousness. The missions of 
Hitman: Contracts form a series of his flashbacks as 47 
goes about his dirty work in locations as far-flung as 
Siberia, Hong Kong and Las Vegas. 

There's no great gameplay progression fram Hitman 2, 
but IO has applied the ‘bigger, better, more’ approach, 
extending 47's arsenal with an attendant increase in gore. 
One particularly macabre mission involves Agent 47 
crashing a party at an abattoir, and it's possible to hang 
victims’ bodies on revolving meathooks. 

The overall aim is to eradicate all traces of Bond-style 
fantasy and heroism in the series. As Agent 47 snoops 
around a bleak Siberian naval base, you'd be forgiven for 
thinking that you're playing a GoldenEye remake. That's 
until you spike your quarry’s soup with laxatives, follow hin 
into the bathroom and strangle him while they take effect. 
Not very gentlemanly. 

The graphical appeal of Hitman: Contracts is the 
feature that will really distinguish it from its predecessors, 
Fog engulfs the streets of Kowloon, with only the ambient 
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Viking invasion (part one) 
Scandinavia's burgeoning game development 
scene is among the liveliest in the world right 
now. Along with IO Interactive, these are the 

hottest developers from the cold countries. 








Starbreeze Studios (Sweden) 
Home to Enciave, Knights Of The Temple, 
Chronicles Of Riddick (see p34) and more. 





Funcom (Norway) 
Scandinavian scene stalwarts, best known 
for creating the Anarchy Online universe 


Creator of Project IGI for Codemasters, and 

















Stockholm codeshop that made Battlefield 1942 
and its sequel, Battlefield Vietnam (see p103). 
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Remedy Entertainment (Finland) 
In a land of mobile gaming firms, Remedy makes 
Max Payne. Power to its leather-clad elbows 





streets are the ideal showground for 
e post-scene filtering effects. The 
per's sty pss - amid cinematic 
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The team made Dreamcast hit Headhunter and its 


glow of gently swinging lanterns to light your way. A storm 
rages in Siberia, and the rain appears to swirl directly into 
your face, impairing vision and progress. These are 
incidental effects, but implemented so convincingly as to 
actually affect your choices in the game and aid your 
immersion, all the more impressive when you realise that 
they are being demonstrated on PlayStation2. 

"The success of Hitman 2 has brought pressure to 
deliver, but freedom also," muses Flósser. "If you're in profit 
at the end of the year, that buys you artistic freedom. It 
means we can spend more time on introducing new 
technology to the series — fuzzy logic, improved Al, 
post-process filtering. When I look at the quality of the 
graphics in Hitman: Contracts | am pleased that we can 
stand up to any game in the world." 

Denmark may not have much heritage in game 
development, but it does have a good technological 
infrastructure and strong support for both computer 


Scandinavian, and to an extent influenced by its isolation 
from the traditional hubs of the game development 
community. The company prides itself on its internal 
communication and openness, hence the open-plan 
offices and the shared lunches. The layout of the studio 
integrates animators with level designers and artists with 
audio programmers. "A lot of game companies have 
excellent programmers, excellent designers, excellent 
artists and excellent people doing sound and music, but 
they're missing out on coordinating their departments,” 
says Flósser. “Successful game development relies on this 
communication. We are also into networking and sharing 
ideas with other companies. You find some game 
developers that are very closed off, but not us. Anyone can 
come and visit us and we are happy to show them around. 
If we can help to improve the games industry as a whole, 
then this benefits us in the end." 

Flosser is full of enthusiasm for the potential of his 
young company. In addition to Hitman: Contracts, IO is 


^We are still growing. We would like to establish a third 
franchise, and we're working on that. There are a shitload 
of ideas in this company! You wouldn’t believe it!” 


institutions (witness the recent establishment of the Centre 
For Computer Games Research at the IT University Of 
Copenhagen). Flósser is happy that IO is in a position to 
reverse the brain drain of talented Danish programmers 
drifting abroad in search of employment. Many of IO's staff 
are Danes who have returned home after taking jobs in the 
UK, or talents recruited direct from Danish university 
courses. Flósser feels that this make-up lends IO 
Interactive a distinct flavour, although he admits there is 
little that's obviously Danish about Hitman. 

"We get lots of comments from Danish people about 
how we are doing American-style games... but with all 
respect to the Scandinavian audience, they make up one 
per cent of our worldwide sales. Being big in Scandinavia 
has an emotional significance for us, but it doesn’t have 
any business significance at all!" Still, there are subtle ways 
in which IO distinguishes itself within its games. "We can 
bring new approaches to existing genres," argues Flósser. 
“For example, | think the colour scheme and lighting їп 
Hitman: Contracts would be entirely different if it had been 
designed by Japanese or American developers.” 

10's working practices also seem to be distinctly 


preparing a-sequel to Freedom Fighters, its squad-based 
vigilante adventure from last year. “It wasn't the most 
orginal idea, but we tried to do innovative things with the 
gameplay mechanics. We have a long list of features we 
would like to improve on in that series." 

Flösser is on a roll now. "We are still growing. We would 
like to establish a third franchise, and we're working on 
that. There are a shitload of ideas in this company! You 
wouldn't believe it! People are joining us from university 
with all this great training in physics and А! and engineering 
and they can try things here. And unlike the car industry, 
nobody is going to die if they fuck up!" 

No licensed games, no secrets, no pressure and no 
automotive fatalities. It's an admirable creed, and one that 
has served Flosser well as IO Interactive continues to 
expand beyond his most ambitious expectations. Hitman: 
Contracts won't change the world, but it will be another 
high-quality title that allows IO to reinvest in its original 
ideas. Denmark's leading developer is flourishing under the 
kind of academic and governmental support that British 
companies can only dream of. Soon, Carlsberg 
won't be the country’s only famous export. 
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The airy, spacious surroundings of IO Interactive's new 
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Interview: Rick Rochetti, president of Sammy 


USA and director of Sammy Europe Ltd 





Atomiswave has been criticised for being less 
powerful than other current arcade technology. 

Do you believe arcade games should still be 
competing in terms of power? 

Qur original goal for this platform was to be able to sell 
to the masses. Not only arcades, which are a big part 
of the market, but we also wanted to attack the street 
locations and retail locations. We've had great success 
with movie theatres, truck stops and bowling centres. 
We made Atomiswave affordable so it could go pretty 
much anywhere. Once you've bought into the system, 
you have the beauty of changing games for reasonably 
low prices. You don't have to move the machine – you change the graphics, you change the 
marquee, you change the instructions and you change the controls. Everything Is universal, 
so the same cabinet can be a trackball game, a gun game or a driving game. Ultimately, 
though, the casnbox is what sells our games. 
































Were these decisions taken in response to the depression in the arcade market over 
the last few years? 

All the equipment that's come out in the last five or six years has been good for the arcades, 
but very expensive so the returns aren't great. If you buy a driving game for, say. £15,000, at 
the end of the day did you make money in the first year or not? Did you make money in the 
second year or not? The return on investment wasn't there so people started to back off 
from the simulators, the expensive sit-down twins and all these big pieces, but they're 
needed to attract the people away from the really nice games on their PS2s and Xboxes. 


So how can Atomiswave compete against home consoles? 

People will still go out to play videogames if they're exciting and unique, and things like 
internet capabilities draw more players. Our system has that potential. We've only launched 
it online in Japan, but we're going to launch in the US, and then in Europe. 


What are your plans for Europe? 

We need the right content. We need, say, a very good football game for Europe so we can 
get people competing in the pubs against players in other towris, so people can feel that 
they're playing Manchester United against Arsenal or whatever. That's all built in to the 
system. The net capability is there, the fiexibility is there, the graphics are good and the 
price is aggressive, That's what allows Atomiswave to be successful. Now we're coming to 
the second generation of software and we have new games like The Fumble Fish, a very 
impressive 2D fighter. We have a nice mixture of products coming, and people are starting 
ta think ‘hey, this is real’. When Neo-Geo came out, they didn't make money on their first 
game, or on their second game. It took time to establish. With Atomiswave, we're not ever 
a year in and we're starting to see the momentum. They are starting to believe, 


Many arcade manufacturers have seen specialist peripherals as the way to entice 
players away from their home consoles. Do you share that thinking, or does it 
contradict Atomiswave's back-to-basics approach? 

We're looking at all avenues. We made our own unique control systems. We tooled and 
designed our own 27-inch pump-action shotgun, which we use on our hunting series. We 
аге making things that separate us from the home games, that players can't get from their 
horme experience. Our hunting series = it's not part of the Atomiswave programme yet — has 
sold over 16,000 games irito the bar market in the LIS with Deer Hunting, Turkey Wing and 
Trophy. We know that controls draw players, but once they're there the content has to 
deliver and it has ta be simple enough so someone can play them with a beer in one hand. 


Many of the system's characteristics have been designed to serve the Asian market. 
| 


| Where do you think the future for arcade gaming lies? 

| say: “Why can't we go to Sainsbury's?’ | don't see videogames in there. You go to the store 
and they may have kiddie rides, but | don't see videogames there. | don't see videogames 
anywhere outside of the traditional arcades in England and there are opportunities. There 
are pizza chains, there are retail chains and that's what we want to break into. 


At the moment, though, non-arcade UK game machines are dominated by fruit 
machines and touch-screen games offering cash prizes. Where do videogames fit in? 
It’s a big issue because the competition from gambling machines is so strong in the UK. 
You and | know that, at the end of the day, if someone can win £25 or £40 then it's tough for 
us and for our games to compete with that. We haven't approached cash prizes yet, but 
once we can get the online working and get the right genre of sports going for the 
marketing, then we'll look at that. These touch-screen games are very strong in the UK. I've 
talked to some of those companies — they've approached us, we've approached them and 
we'd welcome any opportunities to create games for that market. What was that tap quiz 
show in the UK? ‘Who Wants to Be A Millionaire' — that was a phenomenon that brings 
together touch-screen and cash prizes. So that is definitely something we have to attack. 


that bought into Sega in 1984. This made 
Sammy the majority stakeholder. Soon after 
that, Sammy CEO Hajime Satomi issued a 
threat, announcing that Sammy would 
consider buying further shares in Sega and 
reducing it to a subsidiary if Sega did not 
cooperate with his plans for the company. А 
few weeks later, shareholders appointed him 
Sega's new chairman. 

There are reports from Japanese insiders 
that the mood is very bleak at Sega. Some 
say that Sega president Hisao Oguchi, who 
opposed the Sammy merger, will have no 
option but to resign and that key Sega staff, 
such as Toshihiro Nagoshi, Yuji Naka and Yu 
Suzuki will follow. All this is unconfirmed. But 
what's also unconfrimed is the existence of 
any concrete evidence їс support the 
rumours currently circulating that Sammy 
intends to dermolish Sega as we know it. 

Sega doom-mongers have three main 
fears for the future of the company under 
Sammy. The first is that Sammy will either 
abandon or emasculate Sega's console 
development activities. There's certainly 
reason for these concerns: Satomi-san's 





bullish [although accurate) statements to the 
press emphasised the loss-making nature of 
Segas consumer projects (-Y2.5billion/ 







Atomiswawve 


Inside the cabinet 


£12 3million) as opposed to the substantial 
profits of their arcade division (¥5,6billion’ 
£27 .6million), and indicated he would requir 
Sega to select its home console releases 
‘more strictly’ in the future. Nor have any 
reassuring announcements concerning the 
current Sega projects been forthcoming. 

In lieu of any official word from Sammy. 
the best clue perhaps lies in Rowe's 
assessment of the company's current 
position: “Is the pachinko market saturated 
Absolutely. You might be able to garner a 
little more market share, but in terms of tote 
units it's not a growing business. And so 
Satormi-san wants to build an international 
interactive entertainment division where the 
is room for expansion, and that certainty 
includes console gaming and likely PC 
gaming as well." 

itsa statement that is at odds with the 
idea of Sammy intending to wind down 
Sega's home console business. 

However, it says nothing for the nature ‹ 
the quality of games that will be produced 
from that division. Despite being cherished 
by dedicated gamers, it's no secret that 
many of Sega's more groundbreaking titles, 
such as Hez and Shenmue, were a 
commercial disaster. Rowe again: “The first 
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Sammy's Atomiswave arcade system is based on Dreamcast 

technology, and has been criticised for being underpowered even 

compared to Sega's own outdated Naomi board. Introduced just 

over a year ago, its main strengths are its low cost, modular nature 

| and the ease with which operators can change games. The 

| system's standings were recently boosted by SNK Playmore's 
announcement that it will be abandoning the aging Neo-Geo 
system and bringing King Of Fighters, Metal Slug and Samurai 

| Spirits to Atomiswave. Sammy's own plans for the machine 

include The Rumble Fish, a fighter, and Ranger Mission, a 

lightgun-driven military rescue simulation game. 


thing we have to think of when we start 
making a game is whether we go for the 
casual or the hardcore market, And theres 
ten times as many of one as the other,” 

sammy Studios" current output, 
previewed over the following pages, gives 
an early indication of the kinds of games that 
sort of thinking will produce. 

The next fear is that Sammy will plunder 
Segas IP to promote its own, lower-quality 
arcade titles. Again, there's no official word 
on this, but a number of factors make it 
unlikely. The first i& Sammy's intense pride. 
The strength of belief that the firm has in 
Atomiswave Is impressive, although only 
tme will tell if it's well-founded. There's every 
intention to see the brand succeed on its 
own merits, and with its own titles, The fact 
of the matter is that the places where 
Sammy wants it to succeed (see Rick 
Rochetti interview) — the developing world 
and the non-arcade environment in the west 
— are places where the likes of Tails and 
Knuckles mean very little at ail, 

The third fear, that Sammy will empty 
Sega's lucrative arcade floorspace and fill ii 
with its own, more profitable pachinko and 
pachinko slot machines, is probably tha least 
well founded, since it contradicts everything 
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about Sammy's position as Rowe sets it out. 
There's no reason for Sammy to want to 
weaken Sega's stronghold on the arcade, 
especially since Hochetti makes it clear that 
there's an awareness that Atorniswave's 
most lucrative market is almost certainly in à 
non-traditional setting. There's no reason to 
assume that the two brands couldn't exist 
side by side, catering to different markets. 
Nothing, at this stage, can be certain 


except perhaps one thing: Sammy wants it 


all. The overwhelming tone of the company 
at the moment is one of ardent, aggressive 
ambition. Theres a perception among 
gamers that Sammy isn't interested in them, 
and to soma extent that's justified; the 


‘company's eyes are firmly fixed on the vast, 


untapped market of current non-gamers. 
However, that doesn't mean Sammy 
doesn't want to make money out of gamers, 
and the way to do that is to make games 
that they want to buy. As Rowe makes clear, 
Sammy is well aware that f gamers don't like. 
what they're getting, they'll vote with their 
wallets and buy from someone else. Sammy 
simply doesn't act like a company prepared 
to let that happen. The next few pages will 
give some indication of whether or not J = 
the company will succeed. i 
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Sammy has some way to go in making its Atomiswave output palatable to non-gamers. The 
Rumble Fish (main), Dolphin Blue (above left) and Demolish Fish are traditional experiences 
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Atomiswave will become a huge hit. 


Interview: Hajime Satomi, president and CEO 


Sega's stockholders, and the stock market in 
general, seem to have greeted Sammry taking 
control of Sega very favourably. How have you 
convinced them? 









Sega was in need of a leader and the stockholders felt 


that the management was lacking direction. The 


stockholders are looking forward to new leadership. 


Atomiswave cabinets aren't currently the most 


popular in Japanese arcades. Why do you think 


that is? 


You're absolutely right, they're not popular in Japan. 

Tne system itself has received extremely favourable reaction worldwide. The only reason it's 

not popular yet is because we haven't been able to offer great content. 
If Sammy and Sega work together to provide great content, I'm absolutely sure that 


What is the real value of Sega to Sammy — is it in its staff, its intellectual property 


or its brand name? 


The existing employees of Sega, and especially middie management, are a real value the 
company offers. And of course, their brand name has great value too. Also, Sega has more 
than 500 stores in Japan, and this is something you don't establish overnight, so it's also a 


great asset, 


The Dreamcast was a high-profile failure, and Sega's attempt to establish itself as a 
multiplatform developer has also stumbled. What mistakes do you think it made? 
Sega had very unified development teams and after the failure of Dreamcast they divided 


the teams into nine subsidiaries. Losing this structure and control was one of the major 


factors for their disappointing performance. Very soon we re going to bring all the 
development staff back into Sega. | believe we can restore the strength of Sega's 
development under strong leadership. 


How do you picture the global arcade business in ten years' time? What does 
Atomiswave have to offer Europe in particular? 

Developing countries will help expand the arcade game market. China, South America and 
Eastern Europe are examples of growing arcade markets. If we look at the arcade market 
from a worldwide perspective, it's still evolving and will be a huge business in ten years. 
Atomiswave can play a centra! role in this development. The machine itself will evolve in ten 
years. Right now you can switch software by changing cartridges. In the future we hope to 
make new content downloadable through online networks. 








The success of Sega's arcade division has been boosted by inventions such as the 
card save system used for Virtua Fighter 4 Evolution. Will Sammy continue to pursue 


this kind of innovation? 


Yes, Sammy will pursue this, and not just the card save system but cutting edge 
technologies. Our goal is always to create and introduce new technologies into the 


videogame market. 


What do you think is Sega's finest game? 
| have two favourites – Sonic, which has been selling well for over ten years, and Phantasy 
Star Online, the first online console game in the world. 





These arcade machines could hardly 
emphasise better the contrast between 
the approaches of Sega and Sammy. 
The Atomiswave is about flexibility and 








economy, whereas Sega's The Quiz Shaw 
is arcade gaming at its most elaborate and 
baroque. There's no question whose vision 
Sega's shareholders find more reassuring 
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Sammy Studios 





Sammy Studios, housed in a startlingly sun, sand and sea-inspired techno-barn, was 
founded four years ago under the impetus of Satomi-san. Now headed by John Rowe, 
formerly head of product development at Midway, it's a studio that's guided by some 


passionately held principles 


"We know exactly what we want to do," says Rowe. "Our game philosophy is growing 
out of the projects we have in development. Everything we do is to support gameplay 
based on characters, characters embedded in a place, a time and an environment we want 
you to become immersed in. We're not about sports action games and we're not about 
racing games. | don't want to use clichés like 'interactive movies, but we want the 


amotions of these characters to come through." 


Isn't that a dangerous place to start for something which has to become a good 
videogame? Rowe catches himself: "It has to start with the gameplay. Finding the fun is 
something we do early rather than later. We don't just sit around drawing cool characters 


and then alter the gameplay to fit." 


Rowe is irrepressibly passionate about games and the industry. Over the course of the 
interview, conversation flits past the escalating cost of game development ("We're going to 
stifle innovation and kill profitability," the curse of cables ("I said to Kutargi – Ken, you've 
got to do something about the damn cables") and censorship in games ("Where would | 
draw the line? Nowhere! Screw the politicians and screw the religious right!) 

Over the next few years, the output of Sammy Studios will demonstrate how well 
Rowe has brought his passions to bear on the games being made there. As things stand, 
the roster stands at four – two Japanese-developed games, one top secret project (‘a 
thirdperson‘firstperson shooter-action-adventure game,’ to be precise), and its front 


runner, Darkwatch: Curse Of The West. 




















à, It's a firstperson shooter vampire 

western — that's the first thing you 

need to absorb. And it's being 
overseen by the people who made 
Oddworld. Darkwatch: Curse Of The West 
was never going to be ordinary. Headed by 
Farzad Varahramyan and Chris Ulm, both 
veterans of Oddworld Inhabitants, Sammy 
studios’ first ‘real’ game has some grand 
ambitions. Backed by a minutely detailed 
backstory, Darkwatch reinvents the wild 
west, and sets itself up against the highest 
benchmarks in the genre. 

The game's hero, Jencho, makes his 
Ing as a train robber. The дате opens as, 
in a bout of pretty immense bad luck, he 
unwittingly picks out as his next target a train 
which is transporting a vampire lord to be 
incarcerated at the headquarters of the 
Darkwatch, an ancient organisation 
dedicated to the extermination of his kind. 

Jericho, a committed loner, would 
happily walk away but has received a 
vampire bite only the Darkwatch can cure. 
Destinies conveniently entwined, he sets off 
with the shapely Cassidy to find Darkwatch 
HCG while the vampire virus in his blood starts 
on the slow job of reconfiquring his genes. 
Thus, as the game progresses, Jericho will 
evolve a vampire jump, which feels a litte like 
a rockat jump without the rocket, and 
vampire vision that lets him zoom in with his 
eyes rather than relying ога Scope like 
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normal people. With eminent common 
sense, Darkwatch's developers started with 
the multiplayer. What better place to make 
sure the movement and weaponry — the co 
of any FPS — are rock solid? As well as 
accelerating development on the heart of tf 
game, it gives time for the trickier elements 
of the singleplayer — particulary enemy Al 
and scripting —to be perfected before trying 
to integrate everything together. Not least 
because there's a lot of everything. As well 
as what you'd expect of a aun-siingin', stres 
swaggerin' FPS, there are horse-nding and 
vehicle sections, as well as minigame-style 
set pieces which the designers are adaman 
will grow organically irom the skills and 
techniques inherent in the main gameplay. 
On top of that are boss sections, pitting 
Jericho against enormous, cackling 
monstrosities. One of the most satistying 





Without playable code it's impossible to be certain how well the horse-riding will work, although 
Sammy promises it'll not be like a Warthog. Melee attacks convert to a fearsome rearing move 





| Developer: In-house Origin: USA Release; Qd 2004 
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elaments of Darkwatch Is the brutality of the 
weapon design. Every gun comes equipped 
with a murderous-looking butt, a colossai 
studded hammer or a gleaming curved 
blade. You hate to think what they'd do to 
your shoulder on recoil, but you can't wait to 
pile in to a likely-looking posse of cowboy 
skeletons. They're explained by Darkwatch's 
clever lechnology rationale. The Darkwatch, 
in the course of its centuries-long war 
against vampires, has developed a 
technology which is entirely dependent on 
vampire by-products. Look closely and you ll 
see that some of their slinkier agents wear 
shirts sewn from vampire skin as a handy, if 
gruesome, way to borrow the vampires’ 
greater tolerance to bullets. 

Too many games fall into the trap of 
becoming easier the better you are at them, 
as good players unlock upgrades and 
stockpile supplies they don't need. 
Darkwatch has a clever built-in balancer. As 





Enemy design is both visually and tactically 
varied, with TNT-toting skeletons presenting 
a very different challenge. The golden gleam 
of the gunslinger's eyes is highly unsettling 


Jericho cuts a bloodied swathe through the 
massed undead, his reputation grows. The 
deadiier you are, the more enemies will hang 
back, using cover and breaking out the big 
guns. Get a reputation as a pushover and 
they'll stroll out to take pot shots, presenting 
you with ample opportunity to hone your aim 
and make a name for yourself. 

Sammy isn't letting anyone play 
Darkwatch just yet, so theres no way to be 
sure if the team's meticulous, experienced 
approach will pay off. Of all game genres, the 
FPS is one of the hardest to judge until it's 
under your thumbs. 

There's no question, though, that this 
team knows a good game from a bad one. 
They gather like clockwork, twice a month, 
and devote their Friday nights to epic gaming 
contests. It-gives the team a daunting 
combination of a professionals expertise and 
a gamer's enthusiasm, and makes 
Darkwatch a captivating proposition. 
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titie that's already out in Japan, Spy 
Fiction takes its inspiration not from 


the current flood of stealth titles but 
from classic series such as 'Mission: 
Impossible’ and ‘The Man from UNCLE,” 
A traditional thirdperson action game, its 


secret weapon is a camera which lets you 
record the appearance of anyone you see, 
and impersonate them perfectly. 





Disquising yourself with someone's face can 
be a risky business. If you run across them, 
they'll raise the alarm immediately 


. 





Racking up combos charges up your special 
twin-sword attack. Once unleashed, the 
seconds tick down, giving you an incentive to 
score as many hits as possible before your 
time runs out and normal rules prevail 
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Spy Fiction 





It's a premise executed with care and 
imagination, Choose to play as thé male 
character, Bishop, and you'll gain the edge 
in fights but won't have the option of 
impersonating the women you encounter. 

The female character, however, can 
impersonate anyone — presumably resorting 
to a gruff voice and a scowl when required to 
be someone male. Your camera allows you 
to capture a simple body disguise from a 
distance, but you'll need a much closer and 
cleaner shot to get a face or a volceprint. 
Once disguised, however, you won't have 
access to your special ops moves or kit, 
which turn you invisible when crouched 
stationary and let you crab-climb up walls 
and along ceilings. 

Sammy is putting a great deal of effort 
into touching up Spy Fiction for a western 
release, improving lighting and detail and 
re-casting and re-recording all voice acting, 
a huge undertaking considering that the 
Japanese original was already presented 


entirety in English 


49 "" | Seven Samurai 20XX — 


fs. a licence that you expect to be 

approached with reverence and restraint 

but instead Sammy has adapted ‘The 
seven Samurai" with an abandon that will 
horrify purists and intrigue neophiles. It takes 
the basic premise of swordsmen swom to 
protect a village, and teleports it inte a vibrant 
future world of hacking and slashing. And, as 
if the licence itself didn't carry enough clout, 
Sammy has brought in artist Jean Giraud, 
better known to comic readers as Moebius, 
to design the characters. 

Sa, if the game is taking neither the 
characters nor the setting from the film, 
where's the value of the licence? The 
developers have tried instead to take their 
cues from the action of the film, creating 
levels that pit your lone swordsman against a 
маме of horses which you lure into а narrow 
pass, as well as more traditional free-for-alls, 

Already out in Japan, it's not without its 
disappointments, the most surprising being 
that, despite the name, you can only play as 
one character. Although the combat is 
simplistic, charging up a twin-sword frenzy 
attack is satisfying and spectacular. 











| Format: PlayStation2 Publisher: Sammy Developer: Access Games 


Origin: Japan Release: Qut now (Japan) ТВС (UK) 





These before and after shots show the impact that Sammy's polishing will make to the 
look of the game. The intricate architecture, combined with the acrobatic agility of your 
character, means multiple solutions are always available to each stealth-based puzzle 





| Format: PlayStatione Publisher: Sammy Developer: Dimps 





| Ongin: Japan Helease: Out now (Japan) ТВС (LK) 





The strength of the character design makes it all the more disappointing that only Natoe 
(below, centre) is playable. Still, it certainly gives Sammy a place to start for a sequel 
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A trip to see Lionhead's 2004 line-up? Predictable, maybe, but 
‘this time Molyneux and friends have something to show us... 


е almost knew what lo expect 

from а visit to Lionhead. The- 

developer is still largely working 
on the same projects it was last time we 
visited, close to two years ago They are 
Fable, Big Blue Box's thirdperson fantasy 
RPG; BC, Intrepid's shot-at living like 
cavemen; Black & White 2, the sequel to 
the PC strategy monster; Thé Movies, 
Peter Molyneux's movie-making strategy 


game; and Unity, Jeff Minter's spiralbound 
shooter The sixth is as yet unannounced 


and under NDA, but is a farrilly-targeted 
multimedia strategy game. The seventh is 


the pretty-much-mythical Dimitri, which will 
become slightly more real in a couple of 


months when the first screenshot appears. 


or Lionhead, that hasn't been said before? ' 
Good question, Later, we ask thè same 

question o! a friend: “Um, how about, "LOL 

that Molyneux is well buff OMG. No, wait 

that's been said," he replies, causing us to 

pause and wonder what sort of internet 

backwatars he hangs around in. "How 

about ‘Fable; ah? Shit" he continues, and 

this time һе has a point, because the ane 

thing that previews rarely touch is objective 


cnticism. You can't say anything until you 


have an opportunity to play the game, so 
the theory goes, and we don't get that 
today ~ contractual obligations with 
Microsott put paid lo that. We are offered 
the opportunity to channel our gameplay 


EDGEN 








Fable features a reputation system passed 
from NPC to NPC, so your good or avil 
rating changes with time and your actions. 
Far right: beast wars in Black & White 2 


wishes through Molyneux, who is currenti 
meandenng through tf 


ме training level 
pottenna around in a lush, green village 
The; area looks like a D&D Phantasy Star 
Online, done with Xbox superpowers. It looks 
spectacular. “This is not an area | would call 
spectacular," replies a confident Molyneux, 
not known for understatement. The training 
level. it's said, defines the rest of the garne, 
introducing players to the concepts that 
make Fable, namely the good and evil 
decisions that make the player's game-wide 
reputation. In it, the player is a young boy on 
a mission to earn enough money for his 
sister's birthday. Coins can be earned by 
performing tasks, but tasks offen diverge 
along paths of good and evil. One sees the 
player confront a child and a bully — does пе 


help the child, or help the bully? Elsewhere, a 


for 60 seconds. during which time they can 


esther stay still, leave, or run around smashing 


up tha poor 


yokel's stuf 
It is the third demonstration of the 

ood/evil dichotomy that really catches our 
tenton. VVandenng around the Dind side of 
atches a man and 
woman in an illicit clinch. The man pleads 
with the child not to tell his wife, offaring him 
money in exchange for silence So 
the player do? More pertinentty, what should 
the player бо? Is telling tales good or evil? 

Won't letting the man's wife know he's 
cheating bring instant heartache’? Perhaps 


sia ll accuse us of lying, in which case the 


« 080 


farmer tasks them to look after some si T: 


what does 


the moral repercussions complex. Best to 


keen quiet. This, it tums out, is the 


evi opbon 
There are worse things to do. Mohyneux 
recalls watching one tester diligently wooing 
the daughter of a town mayor. One of Fable's 
unique features is that your lead character 
ages - that you play through his life, not 
through a two-day period of it - and part о! 
that is being able to marry. After the tester 
had wed the mayor's daughter, ha led her 
father to à secluded area of some nearby 
woods and slaughtered him. Then, on his 


in a couple of days' time 


extremes of reaction ~ the thrill of a pubful of 
people shouting your name in delignt when 
[hey see you i$ salistying enough, but it 
doesn't compare to the leeling you get when 
the whole room cowers before a thoroughly 
evil vou. Between those two points lies a 
smooth transition from dislike to admiration. 
in mathematical terms, your evilness is just a 
rational number, anywhere on a line between 
plus and minus one 

Combat is the final thing Molyneux wants 
to demonstrata. "This has taken as long as 


any other part of the game, he says, 


"A pubful of people shouting your name in delight 
is satisfying, but doesn't compare to when the 
whole room cowers before a thoroughly evil you" 


return to the family home, he closed all the 
doors and murdered his wile. toa. Why? He'd 
ait that [tine men nor ч wealth wol" 
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pass to the Gaugnter on nis geai 


Ta dus sata’ ot. PET з ج‎ = dnt = 
jet The money wnen she died. lever. Evil 
— А "г = * E Pb | =. 
The reputation aspect of Fable has beer 


well-recorded in these pages before, but 

Seeing it in achon makes i a kittie more 
"Ж", mS ш A = |: am Y That m sil 

Impressive. As a Fable denizen we walk 


round a village as Molyneux explains that 
reputation Is not necessaniy game-wide. It 15 
transmitted from NPC to NPC, virally, and so 
acting like an idiot in front of one child might 
cause a whole crowd of them to snigger at 


| jetrati | eis ЖТ cente Jetting nit a pi 
and falling over. "I should really get someone 

n here to demo it while | speak. It's very hard 
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art, however, and Lakes us through the 
control system's subtleties. There are three 
disciplines (hand-to-hand, ranged combat 
and magic), and the face buttons execute 
attacks relating to each, displayed on a 

context-sensitive menu in the bottom-right 
corner (the bottom left shows a similar thing 
for the D-pad, this time relating to passive 


interaction), As р 





ayers land consecutive 


blows a combo meter in the top left ticks up, 





Gamage and receive greater rewards 

IL 5 an intuitrve system, which allows 
beginners to progress while retaining 
interaction SAS factic On for gxpernencec 
gamers, and it's clear it's taken a long time te 
perfect. Fable has been through some difficu 
times; a year ago, when the project was 
looking uncomfortably- interminable Lionhead 
took a number of people off vanous projects 
across tne studio and put them to work on 
Fable instead. That pulled it throuah, and on 
the day we visit the game has hit alpha. 
There is still plenty to do = in the studio 
hallway there is a giant whiteboard with 
average tester ratings for missions, and 
Molyneux notes that many of the levels are 
going to have to be tweaked significantly to 


send the scores stratosphenc. 


Going clubbing 
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BC, also due out before the end of the year 


not as visualh ү striking; rn as conventione 
beautiful. On the wall of Lionhead's 
boardroom is a list of ten phrases from whic 
BC's back-of-box blurb will be drawn. The 
TRIBES and BLC 200 and 
DINOSAURS and ACTION, but essentially th 
carefully constructed sentences could all be 
replaced with one: Be Lots Of Cavemen, No! 
the academic definition of cavemen, but one 


words concern i 


we all think of. The one where you hun spear 
at dinosaurs and discover fire and speak in 


carefully chosen monos; 
modest, elegant loncloths 50 milon years 
BC. The поете опе 

The demonstration takes place in 
Lionhead's tes ting перайгпеги, wnere two 


sullen teens doing volunteer work slink off for 


lunch and leave Lionhead's lead tester to take 


us and Molyneux through the game's 


progress. He starts by fighting a T-Rex, one of 


the games вапіег set pieces. "This is just a 
baby,” says Molyneux, pointedly, "Later you'll 
meet one twice as big.” Always bigger, 


always better, and it's true that it's going to be 


moments like this that will sell BC. Those are 
the back-of-box taglines, but the game's 
appeal is more subtle. 

The physics system, for a star large 
boulders can be broken into smaller rocks 
мсп can be pushed down hills, and roll 
down naturally according to their shape. Or 


the strategy elements: broken rocks can be 


laid in walls. Perform this action with one tribe 


ELE ا‎ e Sm C — 
mermaoer and others will start to TON 


Switch to a different person and start to climb 


trees to collect fruit, or pick a party and go 
САЙ nunt umng TOf Oinosaurs. It is freetorm in 

" 

has a definite task. Its an arcade-style game, 


perhaps not the type of experience marry 


Lionnead devotees will be expacting, but one 


they will pn 3babh an j^ hy |, BC has special 
moves. Yes, special moves 


Creature feature 


Black & White 2's moves are quite special, 


ature. but focused in ambition; each section 





too. The creatures return. in fewer numbers 
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more animations. Solving Slack & White's 


5 
everything, though, and while Lionhead can 
= 
pont to the hundreds of thousands of 
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the game was a hit with a certam 
demographic, we think it's far to say that the 
game was a disappointment to many This 
works m the sequel's favour т a courte of 
ways. Certainly the press coverage hasn't 
beer nearhy as fervent as it was for the first 
game. giving the team at Black & White 
Studios some room from heaven-sant 
expectation in which to breathe. And second, 
the criticisms of the frst have pointed the 
developers towards areas the y need to 
address in the second game 
y one of these, we think, is the 
motivation tO Drogress. Lionhiead's studies of 
Black & White players found that players 
hated leaving the world they'd spent so long 
budding up. Many of them just wouldn't, 
preferring to potter around on the first level 
rather than maxe the np-t-up-and-start- 
again transition to the next island. In Black 5 
White 2, all the levels exist and develop 
concurrently, and players can switch between 
ds are no longer disposable 
once their objectives have been met, and that 
gives permanent reward to those who treat 
their homes with respect. 

More crucial than that is the manner in 
which the game changes to suit players who 


them at will. [sla 





villagers 
from opponents lands will come and set up 
e there (e: муа ‹ thing, since 


© more power but take 


3 without the resources tū 


iquering the w willl | 


them and attack first, rather than sitting ir 


their sett! its jreen stalemate 
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opponent's city, then points out the lava 
following gravity and dripping down the valley, 
completely naturally, towards the enemy 


fortifications. And 
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completety naturaily, 


50, ссхтретегу supennaturamy Barnes creates 


a tireball and fires it on to the hillside. The lava 


Starts to flow again. Really good physics work 


here in your favour. 

Will all this be enough to make Black & 
White 2 the game Black & White might hav 
been’? Possibly. The problem with this type m 
game is that love only reveals itself over a 
prolc Agi penod. Developers are too close 
to the project, testers look at the brush 
strokes гаіпег than the painting, and game 
reviewers are forced to opine long before 
they're quatmed to. Lionhead places great 
trust in its menei communtiy, and its 
community that's steered the direction of the 
company s flagship product and will also 
decide the game's success or failure. 


Family film fun 

The Movies' appeal seams to ba much 
broader. It isn't of much surprise when 
Molyneux casually alludes to a mission pack 
because the simple truth is that it should be 
Activision s answer to The Sims: a big, 


versal franchise with ludicr Dusty mass 
appeal and regular, modular updates. There 
is nothing to stop this game from reaching 
the garners who dont game, aside from 
three elements thai 


publishing T The 


make it are so easily grasped — build a movie 





stucio up, look after your stars, make movies 
= that п is still a surprise to us that по one has 
done it property before, 
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physics engine that is present їп Biack & 
White 2 and BC (and th iat Molyneux says 
he'd truly love to have implemented in Fable 
but for fear of feature creep) is also used to 
good effect here, allowing characters to 
property interact with objects dropped on set. 


If a bucket of water is placed on top of a 
door, It will tall when the lead actor enters, to 
understandable comic effect. 

Capture that on film, and you have the 
beginings of hilarity. Add a perfect script and 
a decent leading lady anc you're on your way 

to your first box office million. 

That is the creative part. The traditional 
game part is resource management, just like 
Theme Park or Dungeon Keeper or any 
number of balancing acts before it. Prima 
donnas assure some box office success, but 


ck up money like drunken whirwinds. 


Unknowns are cheap, ГАЙ putting them in a 
loading role is risky. Doing a film where the 
bad guys win during World War Il isn't à good 


idea. Likewise, filming ШЇП in the 1920s 16 
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nmercial success to date 


Which brings us to Unity 
Viewed on a big screen баск inside 
Lionhead's boardroom, accompanied by 


Molyneux and a young mystery quest who 
vill apparently play some unspecified рач in 
the future of Lionhead, we hear of Unity 
hear of Linity's guiding principle, the 
unitication of fich and sound and the player. 
Wa hear of the way in which this will work 
outside of that woollen (but tempting) idea. 
We hear that the game will not just take place 
inside the tunnels that screenshots thus far 
have shown, but in open areas that link the 
levels togeth wer 

We do not hear much more about the 
the element 
that Minter is огу senes to put in as you 
read this. Шлїу is like a super-pratty martial 
artist at the moment — it looks beautiful, it has 


game, because in truth the 





Above: Unity, Jeff Minter's swirling shooter. 

It should be noted that 'arsebiscuits!' and (not 
pictured) ‘otter spunk’ are just placeholder 
graphics. Left: caveman simulator BC. 

Far left: hanging around in The Movies 


So much potential, it has all the moves, but it 
lacks the punch. It iust sits there and smiles 
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ou want is for it to nant 
back. When the aggression is dropped in, 
and when the shots drop alongside the 
Dears, Me screen ligh ts up 10 pease ou 

We also hear of the name behind the 
soundtrack, which is still under NDA, but 
which will be perfect. We hear how the audio 
side will work: that it will not be the sound of 
tec j lû the beats, like 
H&z, or even the more suoi jisticated droo-ins 
of Frequency, but something much more 
freeform. That area, tha music technology, is 
the only place Lionhead is getting involved 
Ine rest is Teen And we do not need to be 
told that the game is Minter, as that has been 
obvious from the start. 

50, one for the maths students: given its 
lack of physics engine, emphasis on 
abstraction and niche gameplay on a 
suffering platform, how many units can Unity 
expect to shift? The equation is complex, but 
we hope it works out for Lionhead and Minter 
and that the game ends up meeting its 
fearsome expectations. It's a big year for 
Lionhead, and this is just a part of it 
the Unity producer explains how hard it ts 








, al 10 as 


talking us through the hypnotic visuals 
because you find your attention wandering 
we feel this doesn't matter, because while 
Molyneux talks a good game, Lionhead has 
the potential to make better ones. Today's 
about them, or our impressions of 


them. And great expectations 


083 


Playing it О 
tne DOO 


Let us take you by the hand and lead you through the streets and dungeons. 
We'll show you something to help you change your mind about strategy guides 




















particular flavour of a designer's puzzie but strategy guides are big business for a 
necessitating moments, minutes, hours complexity of videogames has increased 
Of course, for a certain cadre of example, C54 and Amiga games could be 
hobbyist gamers, listlessly wandering abstract in presentation and almost 
around an otherwise thoughtfully arranged obtusa in terms of design, they were also 
sandbox for a missing clue is somehow а comparatively short and bereft of 
badge of honour — to gladly endure such incidental detail. A solution for a title like 
experiences is indicative of your gaming. Fairlight (see The Making Of, p112) could 
nous and, as has often been opined, be related comfortably within a few 
‘getting your money's worth’. After ай, pages of a magazine tips section, An 
аы 
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GradyGames’ approach is direct, as illustrated by Ils guides to GTA: Vice City and Мах Payne 2 
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authontative, exhaustive, approachable 

and attractive Final Fantasy X guide, by 

contrast, can barely be shoehomed into 
a 200-page tome. 

Although game magazines and even 
individual software houses had previously 
published dedicated solution books, the 
modern-day sirategy guide market was 
- most agree — sired in 1990 by Prima 
Publishing with its “Secrets of the Games’ 
imprint. Since then, an almost symbiotic 
relationship between guide and game has 
evolved. For software houses (and, 
occasionally, for savvy developers), these 
quides represent another important 
revenue stream. 

For publishers such as BradyGarnes 
(established in November 19893 with the 
‘Mortal Kombat Kompanion’), 
European-focused publisher Piggyback, 
and Prima (which made its debut with 


units sold to date and currently being 
reprinted. Piggyback talks of its confident 
forecast to sell over one million guides 
across Europe this year. It's a bigger 
business than many realise. But why’? 


Market forces 

We meet Louie Beatty, co-founder of 
Piggyback Interactive Limited, to gamer a 
greater understanding ol the game quide 
market. Established in 1998, Piggyback 
was first envisaged by Beatty and partner 
Vincent Pargney as a European ‘solution 
for Japanese publishers, 

Originally, their remit also included 
actual software ~ "We published a game 
that got slated by Edge,” Beatty acimits 
with a laugh = but, following three guides 
the firm focused purely on the solution 
business. Piggyback's first book was a 
PAL region-specific guide for Metal Gear 


"An almost symbiotic relationship between guide and game 
has evolved. For software houses (and, occasionally, for savvy 
developers), guides represent another important revenue stream" 
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‘Nintendo Game Secrets’ in 1990). the 


financial rewards as gaming has reached a 


wider auchence have been considerable 
When asked to provide individual 
sales figures in a huoely competitive 
marketplace, the aforementioned 
publishers are reluctant to speak of 
specifics, Nonetheless. Prima telis of at 
least eight tithes (including guides for 
Madden NFL 2004 and Medal Of Honor: 
Rising Sun) that topped 100,000 units in 
the US during 2003. BradyGames speaks 
of Final Fantasy VII, with over a million 


Solid. Konami saw fit, apropos of Beatty 
and Pargney's ambitious pitch, to allow 
the embryonic outfit to produce a guide 
for Hideo Којита hotly tipped 
stealth-action adventure 

Fast-forward six years, and 
Piggyback's reputation as a producer of 
high-quality guides is simply peerless. 
With each guide taking over half a year to 
produce, its books are the most distinctive 
in the business. These аге coffee table 
pieces - it's not just that they look good, 
they feel good ton, Utilising a sheet-fed 
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printing system [rather than the web offset 
technique used on magazines and other 
guides) and an appreciably higher 
standard of paper, they're a pleasure to 
heid and behold. With their writers 
working to much more generous 
deadlines than BradyGames or Prima 
writers can hope for, they're also defined 
by high editorial standards. 

Piggyback s business model means 
that the company has little margin for 
error. “We've got to finance them for six to 
eight months, and the production costs 
are enormous." admits Beatty, “The 
upfront expenditure is very significant and 
the risk is huge... if we get it wrong, we're 
pretty far dawn the river to begin rowing 
back up. They ask how much a game is 
going to sell, and we'll say: this much. 
This has to be reflected in the price of the 
guarantees and the royalty structure. It's 
pretty much standard stuff." 

How much? Hundreds? Thousands? 
Нипйгейа of thousands? 

“it depends on the title,” replies 
Beatty, a mtie reluctantly. “You'd be talking 
hundreds of thousands. You're talking 
senous money, but am | discussing euros. 
dollars or pounds?" he adds with a grin. 

Pigayback's company philosophy is 
unusual: it limits itself to а mere handful of 
releases per year and — at least at present 
— in PAL territones alone. With an eye on 
Pargney have limited their outfit's 
productivity. Quality, not quantity, is their 
objective. “We've attempted to run two 
projects simultaneously." reveals Beatty, 
"and it was too much. It's like a bridge: it 
can take X number of vehicles a day, and 
you experiment, and discover when the 
stress factors become too great. Instead, 











The worst-case scenario 


A game quide is notoriously time-consuming to write at 
the best of times, When the particular software it is based 
on is huge, buggy or late, however, it can reduce even the 
most seasoned professional to the verge of a nervous 
breakdown. We spoke to an experienced writer who has 
lived through a worst-case scenario. Due to non- 
disclosure agreements = and, of course, professional 
courtesy - names of those involved have been removed 


How bad was your experience with a strategy guide? 
it was а very deep and lengthy type of game, so | was 
prepared for a substantial workload. | also assumed we'd 
have someone at the developer's end to provide us with 
Mises we'd need. Never, ever assume. An 
international telephone number for the voicemail of a 
producer wha's switched off his phone because hes deep 
in crunch-tüme does not a laison make 

If you've ever had to wait for а patch. then you'll know 
code can be, so imagine getting rt 
before QA. We obviously anticipated technical problems, 
after years , and yet we still 
entertained this naive hope that the game would run on at 
least one of our machines. Again, never assume. Some 


how unreliable some 
of first-hand gaming trauma 
problems just go with the territory of dealing with 


stressed-out dev staff. when long-requested data files 
finally arrived, we found they had been encrypted in a 


totally obscure compression format because the 


programmer had a moral objection to Zip 


How long did you work on it in total? Were you able 
to do other work during that time? And how much 
were you paid? 

We originally planned for about two months of full-time 
work. which was te Include signihicant ply through and 
screen-capture time while simultaneously tuming out a 
word count to пуа! a first novel. Vie Knew it was gomg to 
be tough, no question, and we were all accustomed to 
tight deadlines, What we didn't take 


Exter to which the game was i тигиле and still unger 


mto account was the 
Gevelopment. Whenever we finished a section, a new 
егеп of the code would appear without any 
Uiouncement, rendering all of our previous work {апа 
And so our project started to 


work without sleep for weeks 


Our Savepcknts) redundant 
slip with theirs. Learning to 
was easy. | just reminded myself that I'd agreed to a fixed 
ump sum payment, whereupon I'd be kicking myself until 


| was alert again 


How many different versions of the code were you 
sent during the guide's development? And were you 
happy that the final quide was accurate? 

The game continued in development well after the print 
deadline of the guide, so there's no way И can be either 
accurate or comprehensive. To this day | still cannot bring 


myself to look at either the published guide or the game 
І used to enjoy playing. 


Would you ever write a strategy guide again? 

Of course. Obstinate fools are the mainstay of the entire 
industry. After my bad experience I'd insist on so many 
conditions and clauses regarding payment and overtime 
that any publisher 
fresh-faced innocent instead. These days | prefer to 
contribute tree materia! to CJayC 
in my own time. It's my way of atoning. 


would inevitably employ some 


Б wwWw.gameftadgs.com, 


Do print-based strategy guides have a future? 
In their favour, they have all the persistent storage 
advantages of books and magazines — portability, instant 
random access, zero power consumption — when you're 
TV or monitor. And unlike most FAQs 
they're written in fuo l'm fully in agreement with the 
T-Rex in “Тоу Stary 2°: no game should need a strategy 
quide. or it smells of a conspiratorial! commercial rip-off 

y Guide aw ill need tn 
incorporate all sorts of extras as well as high production 
values — designer interviews, background info, concept art 
= to become the kind of gam 
hobbyt 
come with posters, overlays, stickers, novellas, music and 
other gorgeously tangible fetishes, | think there could still 
be a place for that as we head towards digital distribution 


g accompaniment 


sts crave. Remembering when games used to 





Piggyback publisher Vincent Pargney 


Piggyback's official Silent Hill 2 guide uses Konami's art and Its own treatments to strong effect 





project evolves. The company also faces 
the challenge of working with а number of 
different languages. “Each quide can be 
written by two or three authors,” explains 
Beatty. "Then we have translators who 
have а semi-author funchon as well, in 
terms of quality control, and then for each 
language version there is an editor.” 

Piggyback's designers are not 
divorced from the editonal process. “They 
play the garne, they are games players,” 
states Beatty. "That's obviously an 
alement that is very important, but what 
we also do is have our authors go through 
the entire game with a video-capture 
System, So in Zelda, when you, say, gel 
the Deku leaf, jump up on to a branch, 
then glide down to a certain point, our 
designers can actually see that. We 
provide each of our editors and translators 
with that material. It's part of the quality- 
control process that they can watch and 
maybe say: 'Wh-uh, that bit's wrong,’ ЇЇ 
there аға errors ~ and there will be errors 
first time around 

“The writing can take around six to 
eight weeks," Beatty continues. “Апа then 
t goes into transiation, goes into layout 
then it's going into proof-reading: We have 
an editor that goes through all the text to 
ensure it's all correct, They aiso go to the 
publisher, the licensor, for quality contral. 
It's been a real learning curve working with 
Japanese companies — they ask alot, but 
they give а lot.’ 


Guide evolution 

By contrast, Prima and BradyGames work 
in greater volumes and with much shorter 
timeframes, Prima, in particular, has 
produced over 1.100 books ~ 80 million in 
print, it claims ~ during its 14-year history. 
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While its guides are admirable in mary 
respects, and are steadily evolving, with 
developer interviews and assorted fanboy 
pleasing extras, its priorities are very 
different to those of Piggyback. “Prima 
publishes over 140 guides a year, by far 
the most in the industry.” says Andy 
Rolleri, marketing manager for Prima. 
"This gives us an advantage, in that we 
are пої so dependent on one game doing 
well, and we're not а! risk if a game flops 
or moves out of a particular year” 

By working - bar two exceptions - 
with Japanese software houses for its 20 
guides to date, and taking advantage of 
the additional delay before European 
release, Piggyback's authors have 
advantages over their peers at rival guide 
publishers. They are also blessed with the 
luxury of dealing with established and 
highly efficent entities such as Nintendo, 
Square-Enix and Konami 

While speaking to handful of former 
guide writers for this feature, a recurring 
ommen was that western software 
houses (and, through deadline stress, 
codeshops) can be alarmingly biase abou 
the so-called ‘partnership.’ 'Half-arsed' 
was а Gescnptive term used on more than 
one occasion, and not entinaly unkindiy 

“You ask for matenals, and you agree 


the materials, and they are delivered,” 


says Beatty of the companies he has 
worked with to date. "And it's boundless 


ће amount of preparation that goes into 
getting thal material and providing iL The 
reciprocal side of that is that when they 
receive matenal from you they expect it to 
be the same way. They're very, very 
demanding, in terms of their content and 





quality, but their comments are 99 per 
cent correct - when they say; ‘That would 











The cheats’ way ûf saving hours of tral and 
error, or vital companion piece? You decide 


be better for the game' or 'That would be 
better for the guide,’ they're ight.” Beatty 
gestures towards the Piggyback Final 
Fantasy X-2 guide. "This is 100 per cent of 
the game, this is everyttuing," he states 
emphatically. “That's the commitment we 
made to Square-Enix. They asked us what 
we would need, and we said: everytrimg 
That's what | mean by the 'reciprocal 
relationship” we have.” 

in limiting itself to a carefully managed 
number of guides each year, Piggyback 
has certain advantages. With up to 150 
obstacles to leap. "The major difficulty ts 
time," says Mario DeGovia, lead in-house 
author at Prima. "We'd love to have а 
month witha fully developed game to 
work with, but that's hardly ever the case 
We've written some books in seven days 
We want to use more writers if we have 
less time. Playing the garne itself isn't 
that difficult — at this point we're all rather 
good at playing games — rather it's the 
orgariisation of information and the typing 
of manuscripts that really bums the time. 


All work, no play? 

Truly, playing a game to death with an 
oppressive deadline can be a 
soul-crushing, Spirit-sapping exercise 
There are mary guides that nun smoothly 
from start to finish, and console games – 
due to the OA process with the relevant 
piatom owner — tend to be more reliable 
than PC titles, It's important to understand 
just how onerous the task of developing 
guides can be, though. 

“We have to present an enormous 
amount of information in a logical way, 
make sure itis relevant, and be precise in 
our writing 50 ме don't publish phone 


book-sized tomes,” DeGovia elaborates. 
“For that to happen we have to play the 
game several times as we work, 
sometimes repeating а level ora fight half 
а dozen times to get everything we need, 
As you can imagine, this can be time 
consuming. Our days аге long when we re 
doing а guide — 12 to 14 hours а day, six 
to seven days a week Is common." 

Leigh Davis. editor-in-chief at 
BradyGames, concurs that guide writing 
can be daunting: "Well, let me put it this 
way: before working for BradyGames | 
edited computer books, and based on my 
experience | think writing a strategy guide 
is harder than writing a computer book. 
When you write about a computer 
program, you usually know which features 
will be і the program and how long the 
book will Бе. When you write a strategy 
guide, you have no way of knowing how 
iong й will take you to get through the 
game, much less how long fhe book will 
be. No one knows how long it wil take 
which really adds to the pressure.” 

At the turn of ihe century, many were 
inclined to forecast that widespread 
domestic intemet access would severely 
damage the profitability of the strategy 
guide market After all, as the argumen 
went, if a player wishes to obtain a 
needed prompt, entire walkthrough or 
cheat code, why would they opt to pay 
f10- a quarter (but often more} of the 
RAP of the actual game — when CJayC's 
GameFAQs site can offer a bare-bones 
equivalent for free? 

“People have been asking the same 
question for ten years," replies Davis 
"And you know what? We're selling more 
strategy guides now than we ever have 


“There is something about being able to hold the product - 
people love having a tangible product that they can refer to 
whenever they want, right there as they are playing their game” 


BradyGames’ books are portable, 
attractive, and well-organised — features 
you'll never find in FAQs." 

“The interne? has always, and will 
continue to be, a challenge for anyone 
selling strategy content.” opines Roller 
"Our belief, and it is a bebef that has been 
proven by consistent strong sales over the 
past few years. is that there is stil a large 
population of gamers who want the 
printed guide. There are several reasons 
for this. The quide content is official and 
approved by the game developer or 
publisher so you know it is good stuff, not 











The dotail in Piggyback's guides is not restricted to mere aesthetic values. In this MGS2 guida, the 
author even offered a complete solution on its unpleasant highest difficulty setting - a noteworthy feat 


always the case when you go online. The 
quide contains more than just a 
walkthrough — there is information about 
Ihe series, interviews with developers, 
exclusive artwork and tons of other stuff 
that make it a collectibie item and 
something the consumer wants. And 
finally, there is something about being able 
to hold the product — people love having a 
tangible product that they can refer to 
when ever they want, right there as they 
аге playing their game,” 

They both make valid points, of 
course. The tactile value of a 
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The official perspective 


Mathieu Daujam is currentiy putting the finishing touches 
to Piggyback's forthcoming Final Fantasy Crystal 
Chronicles quide, but takes some time out to discuss 

the process of creating official game quides. 


Which strategy guides had you worked on before 
Final Fantasy Crystal Chronicles? 

I've worked on many guides, but previously mainly as a 
language editor. Among others, there's been Metal Gear 
Solid 2, Final Fantasy X, Kingdom Hearts, The Legend 
Of Zelda: The Wind Waker and Final Fantasy X-2. 


How long have you been into gaming? 
Many, many years. | started when | was a kid, got into 
them big time in my teens and I'm still going strong... 


Presumably you've had editorial assistance on the 
Final Fantasy Crystal Chronicles guide. How does 
that kind of thing work? 

| did have assistance, of course. Less in terms of game 
content and more for technical issues: defining layout 
instructions, guidelines tor screenshots, general structural 
elements. The support of the project director on all of 
these points was invaluable. In addition, the publication 
directors granted me a free hand with regards to the 
structure and the contents of the guide. The creative 
freedom was thrilling. It really gave me the opportunity to 
think the project through as a whole. 


How long did you work on the Final Fantasy Crystal 
Chronicles guide in total? 

This project timing was really tight. A normal Piggyback 
guide will take anything from three to six months 
depending on the size of the game. However, with Crystal 
Chronicles, | only had two months to write the concept 
and texts for the guide. How do you manage to make 
three months fit in two? By working 12 hours a day 
instead of eight! This doesn't take into consideration time 
for the layout, language editing and production teams. 


How difficult was it to write and research? 

Overall, everything went smoothly. The better you know 
the game, the easier the writing process. In this сава, | 
had played the game for over two months before the 
guide project even started: this allowed me to detine a 
very clear and detailed guide concept. All | had to do 
afterwards was to follow my framework. The main 
difficulty was integrating certain improvements | hadn't 


thought of initially. That's part of the creative process. 
Integrating those elements in a logical and natural way 
was probably the most challenging facet of the job. 


How many hours do you think you've spent playing 
Final Fantasy Crystal Chronicles while putting 
together the guide? 

Countless hours. We are talking many months. | can't 
imagine how many hours it amounts to. Actually, I'm 
not sure | want to know... 


Do you have to take your own screenshots? 

Since time was short, | got support from one of the FFX-2 
authors to da the screenshots. This enabled me to focus 
on my creative writing. The total number of screenshots 
was enormous, not only because | structured the quide 
with a high number of screenshots in mind, but also 
because many featured on-screen text. This of course 
necessitates taking each screenshot several times (for 
each language in which the guide is published). 


Presumably you had an English version of Final 
Fantasy Crystal Chronicles from the very start. 
Yes, | did. 


What assistance have you had from the developers 
at Square-Enix, apart from screenshots? 

The support provided by Square-Enix is very valuable. 
They made a lot of information available (in particular the 
game's secrets). In addition, they always gave us swift 
and reliable answers for amy sporadic questions we 
came up with. 


What sort of problems did you experience while 
writing the quide? 

The main difficulty you meet when creating a guide in 
Europe is that the book is published in several countries, 
hence in different language versions. This needs to be 
carefully integrated into the master guide concept to 
ensure that each language version is optimised. 


What are your thoughts on the finished article? 

Which elements worked out most effectively? 

| am happy with the final product in terms of textual 
content, but let's wait to see it in laid-out form and 
printed. What I'm mast pleased with on a personal level is 
the six-page interpretation of the game's scenario that 1 
wrote at the end of the secrets chapter. It's an in-depth, 
freely inspired analysis of the game's plot that follows 
different reading ‘paths’ – in other words, it explores the 


game's scenario through the prism of several key events 
or characters, It's a unique recipe, offering a glass of story 
recapitulation, a spoonful of philosophy and a pinch of 
personal composition, 


How labour-intensive is the process of writing game 
guides nowadays? 

Writing a guide is very intense. The most energy- y 
demanding phase for me was the guide concept, and 
then sticking to the originally defined architecture. If you 
have a good structure from the very beginning, and if you 
make the effort tó direct the entiré writing process to the 
sense of the original structure, you end up with a result 
that oscillatas somewhere between a book and a guide. 
The idea is to create more than a mere ‘solution’ for a 
specific game. The goal is ta ensure, as much as 
possible, that you get a book with a life of its own. 


Given the increase in domestic internet access in 
recent years, are you surprised that the game guide 
market remains relatively healthy - especially when 
players stuck at point X in game Y can simply check 
free sites like GameFAQs for tip Z? 
Not really. What you find on the internet is helpful if you're 
stuck in a gama, if you can't beat a boss or solve a puzzle. 
But this is not really what Piggyback's guides aim at, at 
feast not only that. Enabling the reader to finish the game 
is just the tip of the iceberg. Say you go hiking in the 
French Alps and you take a guide with you: you don't 
only expect the guide to get you back to your car safely. 
Ideally, you'd like him to show you the prettiest forests, 
the most beautiful lakes and the tallest peaks, while still 
walking on a passable path. 

it's not that different with a videogame guide: it 
should broaden your experience, optimise the way you 
play and analyse the keys of the game's system. It should 
make the game talk to you. 


What's been the most difficult project you've worked 
on at Piggyback? 

The last two projects | would say, maybe because with 
each project we are trying to do mora. Final Fantasy X-2 
because it's a game that literally bursts with secrets and 
that can be played in so many different ways. Final 
Fantasy Crysta! Chronicles is different because it's a 
console RPG with no equivalent: you can play alone or 
with friends, you can до anywhere on the world map at 
any tima, finish any dungeon whenever you feel like it, 
and every single one of your choices has direct 
consequences on your adventure. 


Prima’s guide to The Return Of The King is mostly walkthrough, but it details the game's secrets 


"| think there will be a merging of electronic technology and 





printed strategy guides in the future... guides in DVD form will 


complement, not replace, the existing printed strategy guides." 


guide writer confides. “There were 
perhaps a dozen codes that allowed 
access іо new features, generally 
standard fare, but a few-of them were 
actually quite desirable. To prevent game 
magazines or tips sites from simply 
printing these codes, the company had 
devised a password system. After a day of 
strenuous debate, we were permitted to 
print a handful of these, heh, cheats in the 
official, supposedly comprehensive guide 
- just above а huge phone number for 
their expensive automated lines, in fact." 

Such schemes (cynical profiteering, 
some would say) are rare. However, with 
the advent of broadband-enabled 
consoles, the potential for 'tips on 
demand’ delivered for a small charge as 
players find themselves stuck in garne X 
is hardly far-fetched. Guide publishers 
have survived the arrival of domestic 
intemet access with their bottom lines 
intact, but the future contains further 
hurdles, particularly digital delivery of 
software— and perhaps, in time, the 
breaking of the bond between gamer and 
high street stores. 

The guide publishers are not oblivious 
to such eventualites. "| think there will be 
a merging of electronic technology and 
printed strategy guides in the future,” 
speculates Davis, "which is why 
BradyGames plans to create several 
strategy guides in DVD form. These will 
complement, not replace, the existing 
printed strategy guides." 


Aj their best, strateoy тү в Ж». ie 
more than simple waiktiwougits. They сап 
be Companion pieces, combming 
solutions with behuned-tne-scenes 
information and sttariews. The best 
games inspire a completist fervour, a thirst 
lo see everything a game пах, even what 
it might have. Gades should quench that. 
After all, content not king? If you want 
lo sea every iota of The Wind Waker, 
experience everything it has to offer 
without hours of backtracking on ton af 
that already present, there's no shame in 
reaching for a printed solution. It's 
not as. if you have to admit tà it... Е 





Kingdam Hearts: а rare disappointment for 
Piggyback, due to low European game sales 
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Does a game such as Sone Heroes really need an in-depth guide? Prima evidently thinks so 











From left: Piggyback publisher 
Vincent Pargnay, quality controller 
Carsten Ostermann and marketing 
executive Katja Hamann 
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Yours truly 
Has Sony killed the killer app? 


nce upon a time there were exclusive games and 

multiformat ones, killer apps and volume sellers. 
Nowadays, it's a muddle of staggered release dates and 
spin-offs. ls Pandora Tomorrow out yet? Maybe. Kinda. 
Depends. Exclusivity has had a major rethink. 

Finally out on GameCube and Xbox, there's no 
queston that Prince Of Persia: The Sands Of Time's brief 
PS2 exclusivity deal hurt its overall sales. Released in the 
run up to Christmas, it never stood a chance of making its 
mark against the festive deluge of PS2 tities. Xbox and 
GameCube magazines, with less content to pick trom, 
would have given Persia far more coverage, resulting in à 
across all platforms. Only Ubisoft and Sony know the 
details of the deal, of course, and both may have reason 
to believe that it was a sound financial choice. but it sti 
emphatically dented the game's profile. 

For Ninja Garten, oddly, the opposite is true. Other 
the game for Xbox – starved as it is of Japanese AAA titles 
- gave Team Ninia's project a far higher profile than it ever 
would have had on PlayStation2. 

Sony, having once had to rely so heavily on exclusives, 
is now sa strong that it can afford to let its franchises 
loose for a profiteering paddle in other manufacturers’ 
markets. Its coup of wooing Final Fantasy away from 
Nintendo, and its later purchase of an 18.6 per cent stake 
in Square, made it seem certain that Final Fantasy would 
stay exclusive for ever. Now, with PS2’s dominance and 
Square-Enix's cavernous balance sheet, it means it can 
contemplate letting once jealously-guarded IP out to 
play. Who's going to shy away from buying a PS2 just 
because of Crystal Chronicies? 

it's a similar story with Metal Gear Solid. There's no 
question that Sony has been savvy in controlling the 
sideline nature of these products. Neither Crystal 
Chronicies пог Twin Snakes come close to being ‘true’ 
new instalments of the series. With tantalising hints that 
even the mighty Dragon Quest (below) might go 
multtiformat, manufacturers of new hardware may need to 
come ир with a whole new concept of the system 
seller. Unless, of course, they re sitting on Halo 3. 
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Ninja Gaiden 


Format: Xbox Publisher: Tecmo Developer: Team Ninja Price: £40 Release: Out now (Japan, US) April (UK) 





Special attacks, like this decapitation charge, need to be powered up, and the game shows you 


moving through the manoeuvre with the aid of a sort of time-lapse photography in glowing indigo 


he movement is the first thing you'll 
T notice. There's no need to discuss the 
control scheme, because every button you 
press will do exactly what you expect it to — 
or what you would expect it to if you ever 
stepped out of the flow tó bother analysing 
what you're so instinctively doing. There's 
none of the Prince of Persia's flamboyance 
here. Instead Ryu effortlessly executes the 
same wall springs, back flips and handstands 
with his own cold, muscular precision, 
Gaiden is built on the same triforce as Persia 
— move, think, fight – but the balance, tone 
and execution could hardly be more different. 

The games setting is a glorious 
mishmash, lumping cherry-blossom samurai 
in with laser-cannon tanks and mystical 
monsters with thin-lipped men in Humphrey 
Bogart mackintoshes. The incongruity of the 
elements makes exploration all the more 
compelling, since there is genuinely no way 
of guessing where you'll end up next. It's 
worthwhile, too, since all sorts of treasures 
and puzzles are secreted around the vast 
levels. Your manoeuvrability is key, since 
many of them will be balanced on drainpipes 
or hidden over rooftops. The initial 








Firstperson view is invaluable for route 
planning, and also for seeing the sights 


"Your repertoire rapidly expands from the slash- 


olock-jump of the opening leve! to encompass 


diving decapitations, body slams and fireballs" 
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inaccessibility of some of these areas will fuel 
your desire to backtrack, as obtaining the 
warhamrner or the incendiary shunkens will 
trigger memories of likely-looking cracked 
walls you bypassed levels ago. 

These diverse environments, built with 
the most gleamingly detailed solidity ever 
coaxed out of the Xbox, aren't empty. Bands 
of enemies patrol, armed with nunchakus, 
bazookas and explosive darts, and many will 
defeat you first time round. However, 
familiarity will not dull your hunger for the 
humble brawl. You'll come to develop an 
enthusiastic affection Tor the few enemy 
groups that respawn, experimenting and 
refining each time you run (or spin or slice or 
cartwheel) into them. As the game 
progresses Ryu finds, buys or masters new 
moves, spells and weapons. Your repertoire 
rapidly expands from the slash-block-jump of 
the opening level to encompass diving 








decapitations, Боду slams and fireballs. 
Special attacks, fuelled by globes released E 
felled opponents, let you stitch together 
ecstatic attack sequences, blood fountaining 
as you tumble and twist in mid air. 

The camera system provides you with a 
quick-centre control, which ensures you 
never stay disoriented for more than a 
moment. Periodically, however, the camera 
closes in and limits your viewpoint to a few 
feet in front and behind. Trying to fight, flip 
and fend off three fighting and flipping ninjas 
when your field of vision is so severely 
reduced becomes a test of how psychic yo 
are about what's happening off screen, not t 
how well you've honed your skills. 

These moments are the exception, 
however, The rule is that what will defeat you 
is the smartness of the enemies and 
slowness of your brain. As the conscious 
effort to master combos and counters begir 


to pay off, your instinctive use of them will 
give you time to study the moves and tactics 
of your opponents. Only when knowledos. 
EX and insünct are working In pertect unity 
will you be able to Inumpn. And against 
Gadens spectacular bosses, the challenge E 
amplified to crushing proportions 

The brutal fact is that a good percentage 
ot Ninja Gaiden players will hit an impassable 
ditficuity spike, not five hours or five days into 
the game, but after around 30 minutes. The 
first boss ups the ante tentold from the fights 
that precede it, and many plavers will fall and 


fall and fall again at the arsenic-coated 
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aesgn, nol a badge of hardcore honour. 
sheer quality of Ninja Gaiden proves the 


existence of an immense supply of talent and 


invention at Tecmo, and it's impossible to 
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Magic attacks become increasingly elaborate, buying you time and demolishing roomfuls of enemies. 
When your gauge runs dry you'll be forced to revert to the basics - slamming opponents into walls 


believe they couldn't have found a way to 
Increase the accessibility of the game without 


undermining the glonously intractable nature 


of the challenges it contains. A training arena, 


of the kind common to the 3D fighters that 
Nina Gaiden draws from, would have 
provided some respite from repeated defeat 
and encouraged players to persevere on the 
hard and rewarding road the game lays out 
ahead of ther 

To applaud Ninja Gaiden for being hard is 
to miss the point — not least because there 
are portions of the game that aren't. The 
point is that the fluidity of movement that felt 


so ground-breaking in Prince of Persia only а 
faw months ago is something which Gaiden 
supplies with almost contemptuous ease, 
The point is the dozens of things that are 
done so well you don't notice them 
happening — the perfectly judged auto-aim, 
the sound design packed with information 
and atmosphere. The pont is that while it 
could be argued that no game has the nghi 
to demand of you what Garden does, few 
other games offer such exceptional 
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Format PS2, Xbox, GC, PC Publisher: Ubisoft Developer In-house Price: £40 Release: March 26 











Some of Fisher's new manoeuvres were 
inspired by the agility of the spy characters 
in the multiplayer game. Old dog, new tricks 





T he second coming of splinter cell 
operative Sam Fisher can generally be 


regarded as cause for divided celebration 


Gamers who thrilled to his covert exploits 


may take some pleasure in the knowledge 


that singleplayer Pando fomorrow falls very 


much into the ‘more of the same’ category. 
While the developers at Ubisott Annecy nave 
crafted an innovative online experience. their 

colleagues in Shanghai have produced what 
can only be considered Spimter Call 1.5. 

The team has addressed some of the 

complaints levelled at the first version, Dut 
have missed an opportunity to move the 
franchise along, or take the singleplayer 
game dynamic to another level Indeed, this 
latest offering still falis foul of many of the 

same annoyances levelled at its predecessor 
— small niggies that, when compounded b 


epeat play, go a long way to spoiling the 


overall package — but more on these later. 


After his last mission deep into the 
Foy 


post-Soviet Union state of Georgia, Fisher 


new mission takes him on the globe TS 


trail of a far-eastern terrorist organisation, 
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from the US Embassy in Jakarta via Paris, 
Jerusalem and even Los Angeles 
international airport before heading back 
into the depths of Indonesia. As such, the 
locations are slightly more varied than before, 
including some lush jungle sections and a 
high-speed clandestine operation aboard the 
Nice-to-Paris TGV, The levels are also more 
expansive, as particularhy evidenced by a 
night-time excursion through the sprawling 
streets of Jerusalern. 
As with the original Splinter Cell, Pandora 

Tomorrow plays much like a puzzle game, in 
which sections between save points throw 
up a variety of set-piece situations to be 
overcome. Do you knock out the patrolling 
guard and sneak past his two colleagues 
Throw. a bottle to divert their attention? Or 
simply incapacitate them all with your sniper 
rifle? There's a degree of freedom in the 
choices open to you, though the game is 
obliged to guide you along a linear path 
where your route is generally clear cut. This 


{ 
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isn't necessarily a bad thing: on the few 
occasions where your next move is unclear – 
an overhead hatchway goes unnoticed, for 
example = it's all too easy to end up furtive 
retracing your steps in an attempt to make 
some progress. 

As you might get stuck on a tricky puzzle 
stage, so too can you get bogged down on 


areas in Pandora Tormmorrow. This is where 





the game can rapidly descend from 
highly strung seat-of-the-pants action into 
Paviovian repetition, and is exacerbated by 


those stages which include set-piece 


dialogue, either with other characters or yol 
НО. You can at least fast-forward through 
most of the ‘live’ dialogue, but briefings still 
can't be bypassed — an-unnecessary 
contravention of the First Law of Gaming. 

s mentioned, the ingenious multiplayer 
setup, which pitches thirdperson spies 
against firstperson gun-toting mercenanes, 
was developed separately from tt 
singleplayer game — and it shows. In HCM, 
the conservative, mainstream approach, thi: 
is fundamentally a new and demanding 
game: new controls, new equipment, new 
objectives, new environments, new 
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characters and encdiessly new tactics, As a 


consequence, it exists as a cars cradie of 


gameplay checks and balances, and it's 


hardly surprising that some of the calibratior 


авом spy cnaracters 10 tag mercenanes 50 
they show up on radar don't stay active for 
ong enough to ustiy the пек In placing 
them. And close-up combat — though il 
won t occur that often - i5 a litte clumsy 


More than mo 


st traditional multiplayer 


death matches, Pandora lornorrow comes 


into its own only after players become 


intimately familiar with the level architecture 





The dense networks of hidden tunnels, zip 
lines and laser traps make newcomers feel 
like blundenndg idiots, and play only becomes 


truly satisfying when all involved are fully 


fees off. For example, tracking devices which 
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versed in all the tactics. equipment and 


а 


manaoe.gnvnes open то тегт. й mares 
кучы гыт" eir. Ыр | |ы. в $a rece poe Гы 
assessing the multiplayer game particularly 


game Б uncounted al 


roy. nece mme 


‘Bi “bk 


ey eee xcd ee ат ^ 
= ы па == Е Y WTH ы ааа 
TNR M ber yey М2 {TEU TEC 


ыыы. wy те E EES 


leans МИ WEEKS, Immo TEES, OF 


=. ^ va 


it's impossible to be certain at this stage 
rum къыз onm ll — mri 
= (ЕЮГЕ ihe game сү goes Live — s 
how much of its enomnous potential it wi 
fulfil, Out theres no question that this the 
T PT ` ' Ж ad ساق‎ Pe E dub 
absolute antithesis of the guik- Tradtest 


This is gaming which prizes skill, knowledge 


and intelligence not Instead OF QUICK renexes, 


but alongside them. 

Ultimately Pandora Tomorrow is greater 
than the sum of its parts. It's disappointing 
thal basic irritants are stil evident in the 
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Spy characters are armed with non-lethal stun 
bullets, which help them outrun mercenaries 





singleplayer game, and there are areas which 


[ке vague or unpolished. Despite this, the 
carne still manages to enthral. Sneaking 


through crowded, dimly lit streets with a 
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Alarm clock 


Tha | аЛ fax eye wies 
guard strolis blithely past provides a curious The original Splinter Cell featured the idea 
of alarms, where every time Fisher was 
spotted an alert was raised — three strikes 
and you were out. This version takes the 


here are lew games quite as Tense 


when you inp ап unseen alarm and all nell idea a stage further with alarm states, 
breaks loose. But it's the online version — where guards reappear kitted out in armour 
which takes the nunter/hunted metaphor to and heimets as the alarm state is raised 
You'll still abort the mission if you set off the 
third alarm, but stay out of sight and the 
opposition eventually returns to normality. 
On balance, this feature probably allows 
—— you too much freedom, as it's relatively 


cage rating Eight It Of ten easy to sit in à dark corner for a while 


chilling extremes — which ends up being one 
of the most nerve-racking gaming 


expenences of all time 
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Normally, with the obstruction of vision caused by the lay of the land, pop-up is completely 
unnoticeable. When you take to the air you may see, if you strain, a Mile towards the horizon 


powder-Dblue, the sea a living mirror and 
emerging from it, verdant isle after vercan 
isle. It's all so perfect it seems a shame to pul 
the trigger and bring a heaving bag of 
violence to this unearthly paradise. 

It's clear that we're in that stage of the 
gaming hardware cycle where the PC takes a 
lead over static platforms. While Deus cx. 
Invisible Var was hamstrung by a somewhat 
dour graphical aesthetic and a simultaneous 
Xbox release, Far Cry is simply an exercise in 
what consumer-level graphics can do with 
the riahit coding behind it. 


Levels аге of unprecedented size for а 
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or being hunted down Dy helicopter 
junships. It's a far more elegant solution than 
a simple invisible wall could ever be 

These environments wouldn't be worth 
anything if Far Cry hadn't created some 
equally sophisticated denizens to inhabit 


ther, Since in an open environment a 
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successful. The opposition will, if alerted 


stalk vou. obey orders mom their 
commanders and even call in reinforcement 
via helicopter on some levels, Even іе 


animations rise above the norm, If you find i 


suitable high point to observe a base you'll 





nat, as well as the expected patrol 
utes, guards аги 
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performing tasks a 





upon your first snot, 


hey'll find defensive 


positions and never return to a casual state. 


Add a suitable selection of vehicles to 
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explore tnis terrain and you have something 


that genuinely is a state-of-the-art firstperson 
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shooter. Wherever Crytek chose to 
problem is that it wasn't happy creating 
something new, but insisted on having a go 
at something ola, too. 


The ctum; gut Р кет" pun 
Ihe theory goes that a firstperson 
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While wounds are visible as textures on models, extensive Soldier Of Fortune gore is generally 
avoided. This isn't to say that the ragdoll physics can't deliver cringe-inducing violence, however 


indoor tunnel sections 
lar trom cdisasirous. wnenewver j 
outside world and enter a catacomb the 
change in tone = from freedom to linear, from 
player expression to designer-led challenges 
- is immediate and somewhat profound 
Having played through horror sections 
with monsters leaping out when you least 
expect it in every non-WWII shooter of the 
last five years, it can be tiresome to go 
through it again, That said, even here the 
action occasionally shines, and certain 
mutants that are capable of bounding from 


level to level With DOIN speed and precision 


are пагу memorabile. Is also telling that the 


-- 


most successful horror levels are the ones 


that take place in the great outdoors, 
aling 'Jurassic Park’ and ‘Predator rather 
than the traditional ‘Aliens’ and ‘The Thing’ 
it's sad that Crytek was able to see a future 
tor the genre away from second guessing 
what Valve Is aiming at with Half-life 2 but 
was incapable of totally relinquishing this. 
Only that, and the occasional use of 
instant death, hold Far Cry back from being a 
true classic of its type. For a new developer 
to arrive with a game thal excels in as many 
categorias as Far Cry is a rare thing indeed. 
This is a uniquety bequiling game, and 
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frequently beautiful in every sense. 


Edae rating: Eight out of ten 
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With heavier weapons you can shoot down 
helicopters, but by targeting their gunners 
you can simply scare them off (top). 
Alternatively, capturing patrol boats gives 
you manoeuvrability and power (above) 





Jungle out there 


While including mod loots is almost 
standard practice for PC FPS developers, 
few have put in the effort that Crytek has 
with its editor. The beautiful outdoor levels 
can be relatively easily constructed or 
automaticaly generated, апо, with its юм 
level of entry, Far Cry's life should be 
extended by a lively mod scene. 


Metal Gear Solid: The Twin Snakes 


Format. GameCube — Purisher Konami Developer: Silicon Knights Росе: F40 Release: March 26 





While essentially the same game, 'bonuses' 
include a remixed soundtrack, an animated 
briefing sequence (originally text-only), 
reworked cinematics, and Easter eggs 





Snake in the snow 


For those new to the series, the setting for 
Twin Snakes is an Alaskan weapons base 
now under the control of a terrorist group 
threatening the US government with a 
nuciear attack launched using the facility's 
secret project, Metal Gear Rex. As special 
operative Solid Snake, your mission is to 
infiltrate the base and neutralise the 
terrorists. This involves stealth, but 
juxtaposed with liberal use of explosives. 
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It may not offer enough to warrant purchasing if you've already played the original, but MGS:TTS is 
a decent conversion, taking the narrative of MGS and mixing In some of its sequels enhancements 


Previously in E127 


ets keep things in perspective, It's easy | 
L get swallowed up by Konami and 
Nintendo's promotional drive for this game 
which, picking Up pace from the 
announcement at last year's ES, has 
mentioned the names Kojima and Miyamoto 
at every available opportunity. The reality is 
that Twin Snakes is a straightforward, lightly 
reworked conversion of the PlayStation's 
Metal Gear Solid (E64, 9/10) handled by the 
studio that brought us Eternal Darkness. 

The most obvious enhancement is a 
araphical update, which although hardly 
spectacular brings the game into line with 
current standards. In fairness to the 
developer, a predominantly grey Alaskan 
secret weapons base was never going lo 
provide exciting textures, but it's nevertheles 
disappointing to find on occasions a sagnt 
lack of detail robbing the gama of an 
additional chance to bolster its real-world 
looks. More upsetting, however, are the 
(admittediy few) cases of slowdown 

The narrative itself remains largely 
unchanged (see ‘Snake in the snow’), and 
aithough the decision to lengthen the alread 
generous cut-scenes may deliver the odd 
treat for MGS veterans, many will find their 
duration exasperating. Crucially, though, зот 
of the reworked sequences end up interferin 
with the game's pacing while failing to bring 
anything of substance to the experience. 

Of more consequence are the gameplay 
additions that essentially incorporate those 
offered in MGS2. You get to walk as well as 
run, forward roll, hang off ledges. fire while 
crawling, collect dog tags and shoot in 
firsiperson mode, to name the most 
immediate, Nona fundamentally alter the 
game, but the latter is perhaps of most 
consequence, allowing the administration of 
headshots — particularly useful for bosses 

In its day, Metal Gear Solid set new 
standards of interaction, introduced a game 
world of unprecedented realism and wrappe 
it all up in a (then) fresh cinematic 
arrangement. Nowadays, most of its 
memorable elements have been borrowed E 
thers аги 


difficult to accurately judge this re-release 


=) 


E 


d are now standard issue, mang 


As with the Resident Evil re-issues, what 
Nintendo needs — what the GameCube 
deserves — is a new Metal Gear adventure. | 
the meantime, anyone not farniliar with MGS 
still faces an engrossing and at times 


thrilling game experience. 


Edge rating: 
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Publisher: EA 


G o home, Gl Joe. Your government has 
betrayed you. gus vil give you а 


e dead. Gl, your 


Jr We ant t, your DOmbers 


Develonar DICE Pree 


medal, but only Whey you're 
pilots do not see you. 
Wil drop napalm on you es you sleep. 
Defect. Go home, Gl Joe." You're fighting the 
final offensive on Hue. Bullets are fizzing past 
your brow, tank rounds flying overhead. From 
the loudspeakers above your objective 
bellows the Vietnamese propaganda 


All this from 


2 
pi 


machine, mocking your efforts 
just another’ bes shooter 
The Вай 
its release little 
captured the hearts of a different type of oniine 
gamer, those who remain uninterested їп an 
emerging clan scene and competitive play. It 
doesn't matter who you fight for, or who wins. 
It's about the scale of the battles, watching 
artillery hitting home while infantry advances. 


efieid series is an oddity. Since 


more than a year ago it has 


Single players are incidental, it's the 32-player 
team th 
step — EA's production values applied to the 


at matters. BF: Vietnam is the next 


multi-vehicle, multiplayer phenomenon. 
And when it works, ПО 
The talking point is the helicopters, 


thing can touch it 
alimpsed 
officially in the Secret VVeapons mission ра 
and perfected in the Desert Combat m 
The Battlefield touch — twitchy arcade physics 
that take two second to grasp and two days 
of solid play to master — are perfectly 
translated. Your first moments are spent 
flailing, spiralling out of control. They need the 
deftest of touches 
| bnng their armaments to bear. 


‚ graceful sweeps of the 
mouse to 
The ievels are dense, claustrophobic 
affairs — from the evening jaunt through the 
Ho Chin Min trial, to the sunrise Cambodian 
Incursion, Urban fighting is terrifying = tanks 
vulnerable to 
ambushes: two troopers 


hastily arranged 
carrying RPGs, 
shuttling around the buildings on the back of 
a Vespa. You glimpse movement from afar, let 
off a volley of rounds and move. It feels real 
And that's the point. Vietnam is not about 
t's about taking 
part in recreations of famous battles, crawling 


become 


skill, or proving your worth. | 
on your belly, loving every minute. 

some will call this a glorified expansion 
pack, same old ideas, nothing new. The 





implementation is glorious, a triumph of 

Lone players, or those not 
Blessed by broadband denis steer clear – 
Vietnam is all about the online play. DICE 
provide the kit. You provide the 


Defect, Gl. 


multiplayer design. 


heroism 
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Flying aver the terrain is liberating - a world 
away from the battle that rages on below. 
Helicopters are as fragile as you'd expect, 
and one hit from a racket will bring you down 
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Although it is possible to play a singleplayer 
match against bots, their intelligence is 
suspect. You'll find entire platoons bashing 
against obstacles rather than going around 





War, huh 


In a nod to GTAJI/, each vehicle is equipped 
which licensed tracks 
will be heard by anyone within earshot. 


with a radio, from 


Drivers can choose from a 12-song 
jukebox, which includes a little bit of 
Wagner for those Air Cavalry moments. 

If you're willing to sacrifice your platoon's 
aural experience, you can import your own. 


Breakdown 


Format: Xbox Punisher Namco Developer In-house Price: Y6,800 (£35) Release: Out now (Japan) April (UK) 











The outdoor section feels, aptly, like a blast 
af fresh air after the confines of the research 
facility, but like most sections of the game 
you'll be stuck here for too long 





Transdimensional kitty 


The plot-progressing moments are a bit 
clumsy, but there are plenty of quirky, 
weil-realised set pieces where holes 
appear in reality and you step into a 
disorienting dream-like dimension. These, 
neatly, are pre-empted by an ethereal 
blue-and-white cat crossing your path, 
and make the game more interesting 

than it deserves to be for its first half. 
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If there was ever such a thing as a commendable failure, Breakdown is it — filled with sound ideas but 
jarring execution. The fist-fighting becomes so frustrating that it's often best to run past attackers 
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t's arguable that upping the amount of 
| manual labour in a game сап sometimes 
Беа good thing. Having a strong work ethic 
(as in, say, Morrowind or Shenmue) can be a 
way of grounding the player in the game 
world, of strengthening the illusion through a 
deliberate use of dullness. Small wonders 
become greater when they feel like you are 
getting a reward. Entering a new town in 
Morrowind feels all the more exotic, actual 
and populated when you've just had to trek 
across a square mile of wasteland. Of course 
this idea of flatpack gaming = where the 
player is rewarded justas much by the DIY a 
the result — is as fatally boring to some as it 1 
engaging to others. 

Breakdown, thanks to its persistence on 
Keeping the player in firstperson for the 
entirety of the game, comes so very close to 
hitting the sweet trade-off of increased 
immersion for increased legwork. The plot is 
hokum — lifted nearly wholesale from Half-Life 
but made enjoyable by the consistency of thi 
viewpoint. Having to play rough cut-scenes 
is an excellent reinforcement of the game 
world, and there are plenty of times where 
you feel embedded: shimmying round the 
outside of an office block at a dizzying height 
puking poison out of your mouth or reeling 
from a rocket blast emphasises your role anc 
relationship with the world around you. 

Breakdown is far more cumbersome thal 
it needs to be. Having to hold each piece of 
ammo up to your face is just one chore too 
far, for example, but the awkwardness 
extends into far more important places: 
fist-fighting is imbalanced to the point of ruin. 
Against multiple opponents, its a jagged, 
unholy mess — against just one opponent, it* 
a triviality. And navigating the game is a maze 
af invisible walls leading ultimately to a linear 
pathway, which is fine if the set-pieces are 
strong, but they're not. The environments, 
while large and pocked with some detail, are 
monotonous and monochrome, Every time 
the player steps into some new scenery, 
they'll be kept there for the next hour or so o 
play. In particular, the last few hours are so 
identikit — both in terms of location and each 
particular confrontation — that the grandeur 
needed to drive the experience is absent. 

The result of all this? The sensation that 
you're playing something with enormous 
potential. However, those moments where 
you feel justice being done are few, and 
a brave mess is still, after all, a mess. 

Five out of te 


zb reru 
Edae rating: 


Harvest Moon: It's A Wonderful Life 


Format GameCube Publisher Ubisoft Developer: Natsume Price: 40 Release: March 19 


=т= he inter-office conversations have already 
| begun. "Have you started gem mining 
yet?" "Where do you catch the largest fish?" 
"My pony was taken to the knacker's yard!" 
Get a couple of years into the latest Harvest 
Moon title and you'll probably be swapping 
such banter with your friends and colleagues. 

At first, fS А Wonderful Life seems 
pedestrian, even by the standards set by the 
previous games. The premise is familiar: 
inherit a farm, make a profit, build your 
business and get hitched to the giri of your 
dreams. Only this time the emphasis is very 
much on family affairs and fnendship building 
than raw economics. Indeed, much of the 
farm work can usually be polished off by 
lunchtime, leaving you with hours of freedom 
to explore Forget-Me-Not Valley. 

The weird thing about it's A Wonderful 
Life is that it has no point. Sure, there's an 
implicit understanding that there are girls tao 
woo and children to raise, but much of the 
enjoyment comes from the awe and wonder 
at discovering the simple things in the world. 
Where previous Harvest Moon titles 
encouraged workaholic tendencies = water 
plants, milk cows, feed chickens ad infinitum 
- the thrill here is in experimentation. Cooking 
up new recipes, searching for rara plants, 
genetically engineering crops, romancing 
women — what more could you want? 

The only drawback is that it occasionally 
mimics life too closely. The world offers up 
many opportunities, but there's no narrative 
direction and ‘goals’ are vague at the best of 
times. The inhabitants of Forget-Me-Mot 
Valley are generally warm and welcoming, but 
their responses to your questions can be C mina 
vague or nonsensical Timing is important, У 
and being іп the right place at the right Right now hs the «most 
moment can reap massive rewards. Y : 

To give you some idea of the pace of life, com f orta b I.e. N ot t оо 
crops harvested in your fields сап be sold by hot. not CO0 collate. 
opening up a stall by the local inn. And that's 
what you do all day: stand there waiting for 
customers to pass by and take an interest in 
your wares. It's a lethargic but ultimately 
rewarding universe, and just when you feel 
your interest waning a new tool, animal or 
barn extension wil offer up further avenues of 
possibility. If you're the kind of gamer happy 
to spend a day fishing in the lacal stream 
while peripheral events take their course 
then this wil have you hooked for the 
duration. In short, the game's title does 
not oversell the experienca. 


Mr You begin the game with a cow, a chicken and a pooch, all of which can be labelled with whatever 
Edge rating Eight out of ten names you desire. Later, you will receive delivery of a horse enabling you get around more quickly 
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Initially you must buy seeds, though you can 
eventually produce your own to cut costs 








Presents and interesting recipes will 
impress most of the girls in the village, but 
not all. Each has a diary hidden away, and if 
you sneak a peek it's possible to work out 
which one has a crush on you. Once the 
marriage is consummated children appear 
suddenly and with typical Nintendo 
avoidance of the mechanics of lovemaking. 
It's possible to link up to the GBA Harvest 
Moon: Friends Of Mineral Town to unlock 
more characters, recipes and music to play 
on your gramophone, but none of them 
fundamentally transform the experience. 
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Metroid Zero Mission 


Format: Game Boy Advance Publisher: Nintendo Developer: In-house Price: £30 Helease: Арпі 30 Previously in E125 





| ts easy to brand Metroid Zero Mission 
| as Another Heason Why Nintendo Is 
Running On The Spot. Taking the visual 


cues of Metroid Fusion and the narrative 


mplications of Metroid Prime and then mixing 





them into the series’ progeny sounds like a 
recipe for disaster. Suspiciously like a dire 
Hollywood ‘re-imagining’ of an already tried- 
and-tested film, it could be perceived as a 
shot fired too close to dull GBA remake 
territory tor comfort. 

All Zero Missian really does is spruce up 
the NES original to fit alongside its modern 
stablemates and give tha life of Samus Aran 
cohesion. The series' hallmarks — complex 
cascading maps that nevertheless make utter 
sense, plus the linear yet satisfying system of 
bolstering power ups — are still present and 
correct, but are coupled with a graphical 
overhaul. There is a dramatic shi 


the new visuals — the major chanae is in the 
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difficulty: Zero Mission is easy 


he newer designs, which help this story 
fpi alc "uela th отлы! C mm "T Diir arm 
I alongside TNE senes ouper, FAN am 


Fusion instalments, cause the ease. Samus is 
no longer a bobble-headed blip but a sleek 
hybrid of flesh and technology who waltzes 


her way to the plunder. zero Mission causes 





no revisionist offence, rendering questions of 
dilution moot points. 

i may seem slender, but no game should 
be chastised for brevity. The core experience 
of agile exploration remains the same. А 


neatly added subversive coda (which we 


e 


won't spoil here) keeps you interested, whil | 
ninini 
TT 


Mintendo retains the bulk blueprint of the | , | | n | Hn г 2 
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original, including the iconic attack on Mother „ш | ы » ^ Y 


Brain. It's just that now it looks better and is 
thus more thrilling. The fans may balk, so 
there's material here to satisfy them too, as 

в game turns out to be deeper than it is 
wide. Five hours’ play can lead you straight to 


Е 
ui 


the finale, yet most will find that they have 


EL Кенан + аа" Eu 
exposed only half of the game's secrets. 





in a climate of other publishers 
massmarket ambulance chasing, Nintendo 
deserves praise for transforming Metroid into 
he accessible Zero Mission adventure while 


The game absorbs much from Metroid Prime, 
including mysterious morph ball-powered 
technology and familiar side-on mazes 


p 


retaining the core elements that make one 
feel adventurous. Zero Mission is still old, but 
i's also tantalisingly new, coupled with a 
tightening of the mythos and franchise in 
anticipation of follow-ups to Prime and 
Fusion. It works. Its still compelling, despite 
the unonginality, making for another 


irresistible outing. | i i 6 — 














= Boss (and mini-boss) battles may be familiar from the original, but there are none of Fusion's 
cage тайпа Fight АЙ ot ten Nightmares. The more conspicuous power-ups will ensure you're tough enough to triumph 
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hack//Infection 


Format: PlayStation2 — Publisher Atari Developer Bandai Price: £40 — Release: March 26 Previously in E134 


erhaps it's sociability for the antisocial. Banda 
B has decided to fake an online game and to d 
so has taken a basic RPG, bolted on a captivating 
plot and a lot of ideas, and split it into four. 

To discover why your friend is in а coma, you 
battle monsters across flat fields populated by 
bizare sculptures and through simpe, level, empt 
feeling dungeons. Other ‘players’ make trading 
requests as well as burbling about curry and, of 
course, anime — but they don't start conversations 
and don't take items from treasure chests. 

Infection has a repetitive soundtrack and there 
are prettier things on the shelf, but a neat depth-ol 
field effect blurs distant objects before the draw 
distance cuts out, and camera control is handled 
well, What will draw you in is the story, which 
borrows from anime, 'The Matrix' and real 
MMORPGs as wel as throwing in ideas of its own. 

infection proves that this four-part cross-medie 
project could be good. It Gains points for plot and 
the audacity of simulating an online world, and 
could have scored higher, but its simplicity 
and inflexible save system drag it down. 






Data Drain (top left) is your ultimate 
weapon against the bad guys, 
de-evolving them so that а Deadly Moth 
becomes a Cowardly Caterpillar. It must 
be used wisely, however, for while 
bonuses abound over-use leads to loss 
of experience points, or even death 





Edge rating: Six out of te 


Sabre Wulf 


Fomet Game Boy Advance Paster THQ — Developer: Rere Promi: £35 Beiease- Out now 


o those of us raised on Ultimate's sparkling Bbit 
Т computer games of the early to mid "BOs, it's 
hard not to be at least a little gleeful when seeing 
Sabrernan make a reappearance on today's 
technology. The onginal Sabre Wulf may not have 
much relevance to today's videogaming, but there 
were enough ideas in the Ashby de la Zouch 
company's early work to provide solid foundations 
for a compelling handheld adventure. 

What we end up with is a game of two halves, 
with only one part of the equabon offering any kind 
of actual challenge. The overground sections are 
merely filler; it's when you're ensconced in the 
games 2D platform levels that it comes to life, 

The action here is reminiscent of The Lost 
Vikings in that you make use of variably skilled 
characters (creatures, in this case) to overcome 
varioGusty shaped obstacles = some work as 
platforms to reach higher levels, others destroy 
anything they encounter, and so on 

It's simple, accessible and ultimately disposable 


Reaching the end of each platforming 

level sees you acquiring à plece of 

X и uet 0 | Ё pmo neg omma treasure (above) - now all you have to 
k й | Ра — 1 EE "T d | do is retrace your steps while the titular 
T 7 ; - ! beast gives chase, The graphics have 

an unusual feel, sometimes bringing to 

mind Rares infamous ACM technique 


stuff. Not the sprawling adventure you were 
hoping for, then, but fun nonetheless س‎ 





rya ating Six | ten 


Format: PlayStation2 
o Norrath's credit, tha box blurb makes no 
Е of a story — those expecting опе will be 

disappointed with the ресет plot and its 
questionable familiarity with the EverQuest canon 
t's eminently ee stuf, serving ede to 


a 


bookend Snowblind's real focus: refining the genn 

it invigorated with Baldur's Gate: Dark Alliance. 
This refinement is evident technically and, more 

найы, has a sense of vitality absent tram the 


games competitors. ges to tour p ne ers can face a 


that tóny OCCasi sica draw out into pindng slogs. 
Cooperation comes naturally, be it hu dep in the 
stat-boosting glow of a partners aura skill, hgnting 
back to back against the odds or cringing behind 
shields in a hastily decided retreat 

Internet play feels like an afterthought, and the 
cumbersome Dark Alliance save Sy Siem Turther 
complicates matters, but it's in traditional 
multiplayer (and to some degree singleplayer 
where the game shines and attains that perfect 
shallowness of being both addictive and 

mediately forgettable – until the next go. 


Edge rating. 


Format: PS2 (version tested) Xbox, GC — Pubiisher- Activision 
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Even being eaten by a crocodile (far 

right) is taken as an opportunity for a little 
fun. Rotate the stick to open its jaws, 
then spring away to (relative) safety 
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Publisher: Ubisoft Developer: Snowblind Studios 


"ume | | Ен. 


Price: #40 Наваѕе March 26 





ег Edge Of Reality Price 








, £30 


Haleas 


se Out now 




















The US release was crammed on to a 
dual-layer DVD, responsible for lock-ups 
on many capricious PS2s. Ubisoft has 
returned the game to its original two 
discs for a less-fraught PAL experience 


X nose 


irst, on the Atari VCS, he was great, Then, o 
F. he PlayStation, he was very bad. Now, Pitfall 
Harry has been cleaned up for a new jaunt. This is 
your chance to discover what Indiana Jones might 
have been like had he been a bit, well, slow. 

Garneplay is a mixture of open exploration and 
platform jumping. As the platformer has slowly 
been bent into a sort of adventure game, it’s a 
pleasant shock to be taken back to a time when 
missing that jump really did mean you had to start 
again. Collecting things is kept to a minimum and 
your quest is tightly packed and varied. 

It's Harry who's the star here, his every 
movement given a joyous bounce or a cheery hop. 
Watching him swim away from the crocodiles is 
brilliant — mashing the button makes him flail his 
arms faster and faster with no noticeable increase 

peed, Sight gags like these permeate the whole 
experience and make for a sometimes captivating 
adventure, While Pitfall jacks the polished game 
mechanics that could have made it truly great, the 
characterisation and old school philosophy E 
пайа it an above-average genre piece. — 





Edge rating: Six out of ten 
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Format: PS2 (version tested), Xbox Publisher: ТОК Mediactive Developer: High Voltage Software Price: £30 Release: Out Now 





The creatures that inhabit the mansion 
do not get more exciting than traditional 
spiders, skeletons and spooks. Combat, 
too, is rudimentary: pressing the R1 
button zaps some unidentified energy at 
the ghosts, causing them to recoil and 
their energy bars to slowly deplete 
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Копа: Game Boy Advance Publisher: Rockstar — Developer Remedy/Moblus Price £30 Aaaa: Out now 


T here are two types of GBA conversion – the 
cynical cash-ins and the genuine efforts to 


capture the essence of the original. Max Payne falls 


resolutety into the latter category, although good 

intentions do not necessarily make a great game 
The view here becomes Isometric 3D, and the 

fixed camera means objects have to become 


invisible when Payne passes behind. Cleverty, the 


original's much-copied central conceits — bullet time 


and shootdodge ~ are retained (activated by a 


shoulder button), and when Payne dives across the 


screen firing twin machine guns it still manages to 
look cool even on a tiny screen. 

With the game's arungy New York reduced to 
angular tableaux of pawn shops, nightclubs and 
rooftops, the impact of the bloody PC classic is all 


but gone. Pius, the visible game area is quite limited 


— often the first you know about the presence of a 
bad guy is when he's shooting at you. Max Payne 
isn't a bad way to spend a train journey, but those 
who've played the original will have little reason to 
buy the conversion, apart from to smile at 


how mini-Max so cutely apes his big brother. 
Басе rating SIK out of ten 
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ваг пої, Eddie Murphy is nowhere to be found 
F in a game that takes its thrills from the Disney 
ride rather than the forthcoming movie. Tne 
confusion will probably make hundreds of kids cry, 
but it seems to have inspired a developer freed 
from the shackles of conservative Hollywood. 

Though its structure owes a debt to Luigi's 
Mansion, there are some unexpectedly fresh ideas. 
Your mission is to capture souls from every room in 
the mansion, but each individual location contains : 
unique puzzie, Conundrum or mini-game. From 
bedrooms containing clever and mysterious Movir 
panels to a ‘Land of the Giants -style pool 
challenge, each section delivers something new 
and exciting to motivate deeper exploration. 

A Nintendo game containing thase concepts 
would have been covered with plaudits, but ideas 
only go so far. In terms of graphical fidelity, 
character control and combat, Haunted Mansion is 
below par. None of this is bad enough to ruin an 
engaging game, but it takes the sheen off some 
terrific design. Regardless, it's good to see а 
platform game that dares to be different. 
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Edge rating: 
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Dualzingram 


The designers have kept to the structure 
of the PC original, following it almost 
blow for blow (apart from edited chapters 
and plot sequences) from the shot-out 
police station to Lupino's hotel to the 
Cold Steel mill and beyond. Even little 
touches, like the playable drum kit on the 
nightclub stage, have been included 


The making of... 


| | | | | t 
For its creator, proto-RPG Fairlight was an outstanding debut. 
It was also, unfortunately, quite an extraordinary valediction... 


ne of the most striking 

games of its era, Fairlight 

was far ahead of its time. 
An 'arcade adventure' — as they were 
then known — it was blessed by 
some of the most evocative visuals 
seen on an 8bit system. It offered an 
experience quite unlike its peers and, 
on a technical level, experimented 
with elements of design that would 
be overlooked or ignored by other 
programmers for years to come. 

What makes Fairlight truly 
noteworthy, though, was that it was 
creator Bo Jangeborg's first 
complete game. It was also his last. 
Jangeborg's interest in coding 

was ignited through toying with a 
Swedish computer, the ZX80-based 
ABC 80, while at school іп 
Gothenburg. Later, having upgraded 
to the similarly powered Spectrum, 
he created The Artist: a graphics 


Onginal format: Sinckair ZX Spectrum 
Developer Bo Jangeborg (code, design, 
Origin: UK 

Original release date: 1985 
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package for a format not known for а 
surfeit of such programs. The utility 
was powerful, easy to use and, most 
importantly, sold on the high street. 
Its £12.99 pricepoint was seemingly 
extortionate for the time, but did not 
preclude sales, and its features 
made it popular on both the amateur 
development scenes. 

It's worth dwelling on the story of 
The Artist for a moment, because 
without it there would be no Fairlight. 
"It grew from a simple little machine 
code program that allowed me to set 
a dot on screen and move it around,” 
Jangeborg explains. “There were lots 
of little problems such as making a 
fast flood fill and a fast circle and line 
drawing function. Fitting all of it into 
48K was a bit of a problem, too. it 
sold well for a tool, but | don't 
remember the numbers — we are 
talking 20 years ago, after all." 
Jangeborg flew across to London in 
order to sign a publishing contract 
and present the completed code to a 
Covent Garden-based software 
house named Softek, later 
re-christened The Edge. During his 





01 These ane your first steps in Castle Avars in your 
scroll, and be careful to avoid the whirlwind 





07 Re-enter the castio, then head north, avoiding 
guards. Enter this room at the far end of the corridor. 
Collect a barrel, then return to where you left the stools 


02 Fight the guard = or simply rum pas! him = and 


enter the castle Note the crown above tho doorway = 


you'll be returning bo collect this in a moment 





08 Use the three stools and barrel to climb on top 
of the doorway. This may require a litte palianca. 
Collect the crown = this is an important key 





13 Heed south and then easi unti you reach this area 
Many gol stumped hore, There is a secret door in this 
wall which the crown unlocks. Simply walk through 


14 Inside the hidden tomb fies what appears to be the 


Book of Light. This is a clever decoy. Examine the 
sarcophagus to reveal an opening. Drop through it 





19 Carefully make your way past the first two plants - 
it's possible to avoid attacks — then use the pot plant to 
jump on to the mised platform. Collect the hourglass 


20 Ош your way back through the gardon, kill the диаг 


and take the key at the bottom of this section. Keep 
this safe = it allows access lo the wirard's bower 





25 The following two rooms are identical. Push a potion 


into each of the monks fto remove them, Collect the barrel 


and jug in the bottom room, then go back to the top 


EDGE Жак 


26 Kill both guards, then use the jug and barrel to gain 


access to the room above via the trapdoor. Have the Boc 
of Light selected in your inventory as you jump through 
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03 Тар: you can prevent guards from reanimating by 04 Once inside the castle, head one room east, then 05 Use the furniture to reach the shell. Collect the Коу. 05 Avoid the two bubbles, then run into the room to the 
two rooms marth. Dispatch the two guards, but use then return to the corridor. Head south one screen, north and grab the stools. Take fhree and drop them 


dropping their helmets into a whirhwind. Ensure That 
the furniture wisely to avoid fighting both at ance then use the key to enter the locked door 
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09 Return to the room where you obtained the barrel, 10 Tip: you can prevent trolls from respawnimg by 11 Head southeast until you reach this doorway 12 The monk will atlempt to push you from the bndge. 
collect another barrel = you'll need to drop the crown dropping a barrel at the exact point that you killed Run through it, and keep running. Don't stop Running past is the easiest option and, for the 
to do this = then head downstairs. Kill the tro them, They will reappear if the barrel is moved! munning under amy circumstances, in faci. purposes of thes quide, the least Time-consuming 
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15 Collect the real Book of Light. To avoid the peris 15 Hari south Through the moms. with chequered foars 17 There is a potion hidden tantalisingly out of reach 18 Take a pot plant from the room westward, thon 
of facing the monk on the bridge once mors, use the umil you mach a mam with a пой. KE iÑ =, E fhe under a piatom. Drop non-essential objectis, then push head towards the area of the garden contaiming 
scroll to telaport yourself back to tho castio courtyard objects you can carry, then return to fhe room to the north carnivorous plants — it's located to the east 





24 Drop the cross on the floor next to the monk 


21 Return to the area with chequercd floors, and enter 22 Grab a pot plant, then travel back to the lower area 23 With two potions, a ones, fhe crown ane the Bonk of 
the first door to the west. Line the hourglass to freere of the castle where you first fought а toll Enter the Light to hand, go to the screen pictured here — its on the blocking the-door. Push the cross inte it to open 
door found there. Avoid the monk and grab the potion Way to the Garden - and ome (Тык key bo enter liho lower the way forward. You're geting close now... 


time. Examine the throne to reveal a cross. Collect it 





27 You finally gel to meel the entrapped wizard = and 2B .. a twist in the tale: the wizard is actually an evil 29 Leave through this gate to read: “YOU НАМЕ 30 Tip: when writing what is Edge’s first {and last) game 
espy the key to the castle gates. Collect the latter, monk. Jump back through the trapdoor before he SUCCEDED [sic] IN YOUR QUEST THE WIZARD IS FREE walkthrough, it's important to remember to cheat from the 
then drop the Book of Light, and prepare for... can comer you, then head back 10 the courtyard THE QUEST CONTINUES IN A TRAIL OF DARKNESS" outset to avoid frustration. A few POKES will do the jab 
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stay, Jangeborg witnessed a Softek 
programmer wrestling unsuccesstully 
with a routine for creating isometric 
graphics. This was hardly surprising. 
It was early 1985, and every 
Spectrum publisher craved a game 
to rival Ultimate Play The Game's 
Knight Lore. Yet, in terms of 
technology and talent, most lingered 
far behind the embryonic Rare. 

“| don't think he really knew what 
he was doing," recalls Jangeborg. 
He decided to tackle the problem 
himself, and Fairlight was born 

“It grew out from my showing 
The Edge a little piece of code on 

how to do isometric 3D while‏ سے 
Ф: airl EX showing them the final copy of The‏ 

Artist,” explains Jangeborg. “They 

had shown me the problem the day 
before and were impressed | could 
show them a working prototype the 
day afterwards. | started work on 
Fairlight right away, and a one-week 
visit became seven months. " 





This map, with its impressive attention to detail, was originally 
printed in the fondly remembered ‘Your Sinclair’ magazine 


Look to the future 

Living at Softek owner Tim 
Langdell's house, Jangeborg began 
work on his first game in an unusual 
manner for the time: he envisaged a 
collection of routines that would 
power not just this game, but future 
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These monks were Fairlight's ultimate foes: apparently invincible, highly aggressive and alarmingly capable of 
homing towards the player, with great accuracy, over open spaces. Furniture would always fox them, however 
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releases in an evolving series. 
Including code and components 
developed while working on The 
Artist, this engine – GRAX, the "GRA! 
being an abbreviation of ‘graphics’, 
the X an ever-voguish affectation — 
would allow Fairlight to grow up to 
80 screens in size. 

Compared to Ultimate's Knight 
Lore or Underwuride (which could 
boast a map comprising hundreds of 
screens), this number might not have 
seemed particularly impressive. 
Jangeborg's game, however, was 
typified by its more distinctive, 
tangibly ‘worldly’ locales. With easy- 
to-recognise furniture like tables, 
chairs and beds as well as textured 
walls and floors = including bricks, 
soil and wood — Fairlight was far less 


"| remember that | definitely wanted to create a castle. 
| suppose my background in playing roleplaying games 
such as Dungeons & Dragons served as an inspiration" 


abstract than its peers. Knight Lore 
and its cynically reiterative sequel, 
the disappointing Alien 8, were filled 
with esoteric objects and devices. 
Jangeborg could have opted for a 
similar approach, as developers were 
inclined to do at the time {and, 
indeed, still are). He could have 
chosen to base his isometric 
adventure on a spaceship, an alien 
world or those environs so adored by 
lazy FPS designers: sewers. To his 
credit, he aspired to more. 

"I remember that | definitely 
wanted to create a castle,” says 
Jangeborg. "| suppose my 
background in playing roleplaying 
games such as Dungeons & Dragons 
served as an inspiration, but mostly it 
just grew organically from what we 
did. Jack Wilkes, who did a lot of the 
graphics, also served as a good 
source of inspiration. Jack did the 
loading picture and most of the 
sprites and objects. | think he used 
The Artist to do them. | did the main 
character and the backgrounds.” 

You can't help but admire 
Jangeborg's ambition. This was his 









first game, he was working away 
from his country of origin, and he 
was lodging with his manager and 
taskmaster. There are some 
elements of Fairlight that clearly 
demonstrate his lack of experience 
at the time, though. Principally, it 
prone to horrendous slowdown on 
certain screens — when there was 
more than one item moving around 
there would be a clear change of 
pace. Similarly, the black screens 
GRAX drew each area were jarring. 
Its keyboard layout — non-definable, 
too, a terrible transgression = was 
also far from refined. 

Oddly, though, one element of 
Fairlight that might have instigated 
greater criticism was either 
mentioned in passing or completely 


overlooked: after its initial faux- 
two-channe! opening theme, the 
game was played in complete 
silence. “1 really had no experience 
in writing games, and getting an 
interrupt-driven sound system 
working with the sprite engine at the 
time would have been a daunting 
task," Jangeborg admits. "It didn't 
seem to be a problem, I've spoken t 





people since, and they seem 
surprised that Fairlight didn't have 
any sound = they don't remember 
it that way. In a sense, it was 
probably better to have no sound 
than bad sounds, although | 
probably would have used bad 
sound if | could have done so..." 
Having populated his maps with 
Jack Wilkes’ assailants – including 
soldiers, man-eating plants and 
‘bubbles’ that, through a clever use 
of sprite masking, were transparent - 
Jangeborg gave Fairlight an 
elementary combat system. There 
was a distinct knack to it (or so thos: 
who wished to complete the game 
soon realised): flee. Each contact 
with an adversary led to the loss of 





energy, even while attacking. For that 
reason, it was often easier to steer 
clear whenever possible. “That's one 
of the things that | liked about it: that 
you didn't have to kill everything to 
complete the game – you could just 
So was he happy with this 
combat system? “Not really," he 
replies. "It worked, but was too 
simplistic. | had ideas for a more 
complex system, like those used in 
roleplaying games, but | just didn't 
have the time. | kept it simple." 
Although the game's visual 
panache would in time lose its lustre 
and, inevitably, be surpassed ~ 
beauty being a fleeting attribute in 
videogames – we have an abiding 
admiration for Fairlight's early 
attempt at a ‘realistic’ physics 
engine. While furniture in most 
adventure games for years to follow 
was invariably fixed to the spot and 
_ interactive in a limited sense, if at all, 
Jangeborg imbued the majority of 
Players could build a pile of 
objects to reach a high point, use a 
table to push adversaries into a 
corner before running towards the 
exit, or push things around simply 
because they could. 
of one player collecting every helmet 
dropped by Fairlight's soldiers and 
placing them in an enormous pile in 
one room just to see what would 
happen. The answer? Not much, bar 
a strange virtual sculpture and the 
GRAX engine slowing to a crawl, but 
he apparently had fun trying. 
such eventualities. "It wasn't that 
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Fairlight's loading screen contained an 
important clue: the wizard's location 





hard to program," he says of 
Fairlight's object system. "It took a 
bit of debugging to make sure the 
players didn't muck things up. .." 

Although certain tasks had to be 
completed in order to finish it, 
Fairlight was also pleasingly freeform 
for its era. “There wasn't one 
particular way to play or complete it, 
there were a number of ways to get 
through,” agrees Jangeborg, We 
recall the example of a seemingly 
invincible cowled figure that quarded 
a narrow bridge. This figure would 
attempt to push protagonist Isvar off 
to his death, and Game Over. The 
actual idea was to dispose of this 
enemy with a potion found 
elsewhere, but you could also, if you 
were nimble, cause it to plunge to its 
doom. Oddly enough, Jangeborg 
recalls a solution that, due to the 
hooded enemy's propensity for 
homing in, might not have occurred 
to players at the time. “You could 
also run past him without fighting,” 
he advises. “You had to be quick, 
but it was possible." 


So, seven months after what was 
originally intended to be a one-week 
visit to the UK, Fairlight was 
completed and sent for duplication. 
“| really didn't know what to expect. 
| was just glad to have finished it," 
admits Jangeborg. 

The gaming press were fulsome 
noises... l've never seen a game that 
looks as good as this," enthused a 
'Crash' writer in a typical review, 
awarding it 95 per cent — a score not 
given lightly by the staff of a 
magazine then at its prime. 
over 50,000 copies in its time (a 
high-end £9.95 RAP), Jangeborg's 
adventure might have marked the 
beginning of a stellar career in game 
development. Sadly, a contractual 
dispute led to his parting ways with 
The Edge before Fairlight II was 
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For its time, Fairlight was truly beautiful to behold. Aesthetically, it seemed to have everything — and over 80 
screens. The differentiation from Ultimate's games lay in its filling of screen space, delivering a more solid feel 


finished, and Jangeborg regards the 
released version of the disappointing 
misfortune was to follow. "The next 
company | hooked up with tumed 
out to be run by a crooked boss who 
scammed his partners," he laments. 
“| didn't suffer financially, but it made 
me wonder about the English 
software industry as a whole. | did 
sign on with BT after that, but the 
game | was developing was probably 
too technically difficult to make, so | 
cancelled that contract.” 

as a programmer - "mainly a payroll 
system at the moment,” he explains 
-and looks back on his time working 
what followed later | regard it as a 
Garden was very nice." 

We can't help wondering what 
signed with a heavyweight publisher, 
an Ocean or a US Gold, or even 
looked towards the re-emergence of 
game consoles (as Ultimate's 
Stamper brothers did). It's fair to say 
that after Fairlight the industry 
lost a promising talent. [ 
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Chronicles of the Land of Fairlight 
.A Prelude: The Light Revealed 





Way back in 1985, not many game programmers could boast 
of getting their names printed on the packaging of their work 
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RESET 


Where yesterday's gaming goes to have a lie down 


Examining gaming history from Edge's perspective, five years ago this month 





Issue 70, April 1899 


Lets go make sorne 
craaaazy money!" = Sega's 
big yellow taxi arrives 

Ape Escape, the first 
DualShock-only game 

A Glimpse Of Tha F 
the tagline tor Sony's 1999 
Playotabon meeting on 
which E70 would be based 

eer 
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Another staring Sega 
effort" Edge reported 
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dance demo toatu 15 
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eu nds | an aci 
Dominik Diamond in а 
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SUDE 3D Noah's Ark, the 


star of a quirky feature on 


littio-Kriown gaming curios 


n-capturecd 


The opening words ot E70. trom head oí 
SquareSoft Tomoyuki Takechi: “No more than five 
software companies can develop games that take full 
advantage of the PlayStation2 s capabilities,” Five years 
on, and we re stil waiting to find out which companies 
he meant ~ although SquareSoft probably isn't one of 
them, given its a-few-polys-more approach to the 
format. The cover was ever more bullish, attempting to 
create a new buzzword for tha last-next-generation, 
‘Sony redefines the superconsole," it read, though we 
can understand the industry s reluctance to take that 
particular term on board. After all, where does that leave 
the generation alter г Hyper-superconsote-pIus-two- 


арпа, and we ve al 


i " 
turned imo tíapcom 


"Can a garnes machine actually be too powerful? Of 


UD EDGE REALLY SAY THAT? 


"Created by unknown Japanese codeshinp Sputai, the new program 


5 certain to prompt а swift sponse fom Sony's lawyers. Using 
Dreamcast's WinCE operating system, Span has managed to buid 
а stable and reliable PlayStation етае, dubbed Spui US ^ 
Edges 99 Apri fool second-quesses Blioenmcast 


DID THEY REALLY SAY THAT? 
"It's a totady awesome game, Gul we're realy confden 
our game b bete" Jon Romer, at the ime working on 
making yeu his bitch, comments on Half-Life; Oh, Deiketana 


TEST SCREENS AND RATINGS 
Powaersione (DC. ВМО: Sdent Hil! (PS; A10), Castievarus 
NEA: BAO), Sivar (PC: Т ТО, Mild! Metal Country IPRC, DC; mit 
Lander (PC; 7/10), Warzanae 2100 (PC: TION, Civikisation 
Call to Power (PC: 8/10), Bibody Roer 2 (PS; &10) 


course not, continued the editorial Intro, dismissing a 
vision of the future where pincer-legged Р525 stalk the 
earth, picking off puny humans with snaking DualShock 
cables and flinging them into chewing CD drives with 
the same rough cruelty the PS2 would genuinely show 
for soon-to-be-scarred snop-bought games. The real 
fulure of gaming was even more chilling, though, 
Despite a three-page preview of беда Crazy Тах, 
and a fascinating interview with geek pinup John 
Carmack, the magazine headed west for a preview of 
Daikatana, and lon Storm's vice-president of marketing 
was rather candid. "I think the rudder on this ship had 
holes init.” Mike Breslin admitted. "Ve ve patched 
them up and | think 


our games are going to 


speak forthemsalves " Spot on, Mike, Soot on 
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INDOXE 


| was in my local videogame shop recently and 
saw something that shocked me enough to write 
in. As | entered, | noticed that Vice City was on the 
big screens. That surprised me a bit because of its 
obvious content and 18 certificate. Howewer, | 
thought, maybe I'm being prudish and let it slide. 

| then noticed at the counter a middle-aged 
mother with a copy of Vice City in one hand and 
her son, who could have been no older thàn seven 
or eight, in the other. 

As she handed over the game to the assistant 
he said, "Are you aware that this is an adult 
game?" to which she replied, "He knows not to say 
any of the words in it." Whilst looking at her son, 
the assistant then proceeded without a second 
thought to process the purchase. 

| was dumbfounded. | realise there is ignorance 
and a lack of knowledge amongst the majority of 
be partially forgiven. However, for the shop to allow 
the purchase of a game like this, knowing full well 
who will be playing It, is not forgivable. 

It may have been legal (l'm not sure of the 
exact laws), but one thing | am sure of is the 
shop's complete lack of morais. I'm not for one 
minute criticising Rockstar — Vice City is no doubt 
one of the best games of last year, and should be 
enjoyed by all of an appropriate age. But the effect 
this game may have on those less mature is still 
questionable, Al 21 | have a good idea of what is 
right and wrong and obviously know where the 
game ends and reality begins, However, it makes 
me shudder to think of the effect It may have had 
on me had | been exposed to such a game when | 
was seven or eight. 

If we are to try and rid our hobby of one of its 
many points of criticism, children cannot be 
allowed to get hold of such games so easily. 
Videogames get enough negative press without us 
shooting ourselves in the foot. 

The problem needs to be tackled by educating 
parents about such games (| doubt this particular 
mother would allow her young son to watch an 
18-certificate movie, for example), and 


Communicate by post: 
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tightening the distribution of such titles, 

If it is made clear that these types of games are 
for adults, we may get less negative press similar 
to The Mail on Sunday's hysterical article on 
Manhunt, A game, by the way, that features 
nothing that hasn't been seen hundreds of times: 
on the cinema screen. So why the outrage at the 
images being in a game? Because they are still 
seen as being kids' toys. 

We may not be able to stop this type of press 
completely — there will always be sensationalist 
journalists — but we can help ourselves. 


The shop scenario you describe is clearly 
ludicrous, but we're led to believe that the assistant 
had no option. Perhaps this may change in the 
future, although we're hardly banking on it. 


I'm writing with regard to Andy Shearer's 
view in E133 — that games are not being 
completed because they are ‘not difficult, just too 
accept buying The Wind Waker twice if it was to be 
released in two parts, much like the disappointing 


and frankly boring ‘Kill Bill’, | for one would not be 
a happy bunny if Nintendo decided to release The 


Wind Waker in two parts, mainly because of the 
fact that it's not that hard and it's not that big. The 


game takes 20 hours at most with all the basics, 


and probably around 40 hours if the completist in 
you wanted to enjoy every last globule of a brilliant 
take about 30-40 hours to complete (well, most 


‘games should, anyway). If these games were to be 


cut short to about 20 hours, and assuming tha 
game cost £40, that's £2 per hour of play. To me, 
that does not represent value for money. 
Comparing games to films in terms of length 
does seem to be scraping the barrel ever so 
slightly. If audiences were charged £40 to see ‘Kill 
Bill Volume One', ! doubt thal it would have been 
the commercial success that it has been. Also, 


Letters, Edge, 30 Monmouth Street, Bath BA1 2BW 
Or email (stating 'Inbox' in the message header): 


shorten the game, does it? It'll still be the same 


game, but with an annoying disc change in the 
middie. And as for the wonderful analogy of 'It's a 
bit like being presented with a huge meal In the 
States — it puts you off eating at all,’ it all depends 
how hungry you are, doesn't it? 

Duncan Voice 


Andy Shearer's letter in issue 133 
highlighted a dilemma as far as game developmen 
is concerned. He stated that some games in his 
collection remain uncompleted, simply because 
they are too big. This is certainly a problem for 
some gamers, but it is important to note that it is 
not a problem for others. 

| do not play many games these days, but 
those that | do play are selected for the experience 
that they provide. | like to be immersed in virtual 
locations, and plenty of atmosphere. When а garni 
achieves this, the last thing that | want to happen i 
for the дате to end quickly. 

November 2000 to October 2001: taking 11 
months to complete a game may well be an alien 
concept to the vast majority of gamers, but that is 
how long it took me to work my way through Deu: 
Ex {тот start to finish, And do you know what? | 
loved every minute of it. | never worried about how 
long it was taking me to play the game. | never 
worried that | would get bored. The experience 
was far too good to worry about things like that. 

In fact, the only thing that | do worry about is 
whether | will ever get another chance to spend 1' 
months on a fantastic gaming experience again. 


In the same way movies have an average running 
time, surely mainstream games will also one day 
settle on an ‘ideal’ length. In fact, it's happening 
as a reasonable figure. We'll keep an eye on this.. 


| would like to diverge from the current topic 
being discussed in your pages and turn to a 


“Comparing games to films in terms of length does seem to bi 
scraping the barrel. If audiences were charged £40 to see Kill 
Bill, | doubt it would have been such a commerical success" 
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different subject having seen the screenshots of 
Singles: Flirt Up Your Life. 

This game promises a subject matter lacking, 
or avoided, within the games industry: sex and 
nudity, Quite why such aspects are shunned by 
developers and kept out of games is actually hard 
to pinpoint without falling into tired stereotypes of 
the average gamer, especially considenng that in 
other forms of entertainment sex is commonplace 
and accepted as ‘that's how it is in the real world’. 
It's amazing that films that border on soft 
pomography, such as the 'Carry On" series, can 
become national institutions, but games such as 
Lula are seen as ‘sweaty palm" territory, even 
though Singles appears to be handled in a mature 
and confident manner. 

Whether Singles turns out to be solid and 


‘enjoyable or puerile titillation remains to be seen, 


but it would be a fair bet that it will be dismissed as 
the latter, regardless of its ments. 

It will be interesting to see how it performs 
upon release. lf it sells well then it would intriguing 
to see if the media and garners alike put it down to 
'sex 5815 or upon the merits of the game. If it 
performs badly and was not down simply to 
shoddy workmanship then it would be fair to say 
that it would be because players were too 
embarrassed to buy it. 

It's interesting: gamers cry out for more 
maturity in the form of blood and guts, but are they 
mature enough to be able to go to the local store 
and pick up Singles without fretting about people 
thinking it was for a 'one-handed' session? 
Perhaps the greatest indicator of the general 
consensus is the lack of such games; is it because 
companies still see it as taboo? 

Or is it because they still see ther audience as 
people outside of the gaming world do? Is it the 
case that the makers, the media and the general 
public need to change their attitudes, or the 


‘gamers themselves? 


Ме? | can live without the nudity, the violence 
and the gore, and would infinitely prefer a game to 
offer accomplished design and interesting 


lan Shaw wonders why more games cannot take a 
more adult approach to sex and nudity, as Rotobee 
is attempting with its Sims-style PC game Singles 


propositions, rather than treating me like the 


clichéd loner or the excitable kid. | don't want to be 


patronised or insulted, and | think gamers as & 
whole fee! the same way. 
lan Shaw 


Alex W, Amazon reviews (Inbox, E134) 
‘written for love not money’ still stands as accurate 
because if you examine the dates on each review, 
the insane fanboy scribblings aren't always 
Clustered around the same penod, which they 
would be if it were a scramble for a voucher. 

Oddly they seem to be in flux, too. | have 
noticed reviews vanish on occasion and titles vary 
— the next GTA title was for a time labelled GTA: 
Sin City (when it was being called that in the press) 
but then it reverted to GTA; Naxt Episode. 

The reviews have a certain comedic value, 
though. One of the best was for Driver 3, with one 
chap concluding that this "will be the best game | 
ever played,' almost six months before anything 
but prerendered shots were out 
Aonghus de Barra 


In response to дех О'Вгеп, E134, # в а 
nice idea, having games with deep and meaningtul 
stories, garnes with a ‘profound impact’ or ‘social 
insight’ capable of commanding critical and public 
respect. It is an idea that | am sure most people 
reading this magazine hope to see realised 
someday. The problem is that | can't see il 
happening as the depth that you are looking for is 
simply not compatible with interactive gameplay. 
Take /со and Shenmue, two of the most 
emotional gaming experiences on the shelves and 
probably two of Alex's favourites. Both games are 
truly stunning to look at, have wonderfully realised 
characters, and feature some of the most simplistic 
gameplay yet seen. The most common complaints 
| hear about them? ‘The combat's is too basic,’ or 
‘the game is too linear,’ To ensure that these 
games would be а good medium for their stories, 
the gameplay had to be stripped down to the bare 
bones, Judging by the sales of these games, that 








is too large а sacrifice for most gamers. | actually 
feel that there are plenty of other games out there 
with good stories, they just tend to aet lost behind 
countless failed stealth attempts, random battles 
and missed pick-ups. 

It seems that games are simply not capable of 
visualising a story as well as a film or of telling а 
story as well as a book. This does not mean that 
our games ara inferior, but instead of waiting for 
computer games to emulate the artistic merits of 
other entertainment mediums, we should just be 
showing the rest of the word the worth of 
gameplay in tities like karuga, Animal Crossing 
and Street Fighter Il. 


Or is it that game designers simply aren't as skilled 
as traditional authors in terms of telling stories? 


I’m sure I'M not the first person to ask, but | 
spotted the coordinates in the front of the 
magazine. According to Autoroute, the location 
seems to be off the A36 just north west of 
Warminster, is there something exciting there | 
should know about? Is there a prize or just 
disappointment at the end of the rainbow? | am 
intrigued but it's too far away from where | live for 
me to just go to to see a billboard advertisement. 
Can you shed any light on the situation? 

Scott Hammond 


Warminster? Close, but no prize for you. 


In issue 133'5 Continue/Quit section, you 
stated: ‘Quit: UK's Sexiest Gamer — Try-hards. 

Мех up: UK's Sexiest Stamp Collector!’ Weill, 

Га just like to let you know that | was one of the 
UK male finalists, and | have never tried hard 

at anything. | had a good go at drinking as much 
free booze as | could, and | was rude to several PR 
and marketing people, but these are skills | have 
acquired over time, and require no effort 
on my behalf. j 
G Pollard gi 


| "Gamers cry out for more maturity in the form of blood and 
guts, but are they mature enough to pick up Singles without 
fretting that people would think it's for a one-handed session?" 


EDGE Ж 




















